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umankind built a great technological society with towering glass office 

buildings, efficient and vast computer networks, and satellites that instantly 
broadcast a thousand different television channels to any corner of the Earth. 
Humans wield technology with razorlike precision, carving whatever they desire 
from the once-verdant frontiers of a nurturing planet. Humankind is the undisputed 
king of the Earth. 


But this dominance quickly vanishes. 


Without warning, a great meteor strikes the Earth and launches the Cataclysms. 
Immense tidal waves wash over the great cities, shattering the great glass towers. 
Massive earthquakes fracture the continents. Enormous volcanoes burst from deep 
within the planet's core and send huge towers of smoke and debris into the stratos- 
ohere, destroying the great satellite network. Technology is wiped out, millions of 
humans die, and society |s in ruins. 


Humankind is on the verge of extinction and caught with its guard down. 


The power unleashed in the Cataclysms also weakened ancient bonds. 
From deep within the earth, the great gods come. These beasts, ancient 
creatures who have lain dormant for millennia, are immense In power and ss 
size. They embody the primal instincts needed for survival. Raging within them, 
burning for release, are the powerful forces of hunger and survival, life and 
death, insanity and decay, and good and evil. 


The gods — and humankind — awaken to find it is a new Urth. 


The remaining humans know their only chance for survival is to 
appease the gods. They band together, forming tribes. Each tribe backs a god, 
celebrating their triumphs and sharing in their defeat. If the tribe is lucky and their 
god is dominant, they might be given a chance to live. 


But the gods are angry, and only one can survive to conquer the new Urth. 


Get ready to Rage! 
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rimal Rage is a head-to-head (either human vs. human or human vs. CPU) 

fighting game with one simple objective: total domination of the new Urth! 
Matches are three rounds; the first person to win two rounds wins the match. To 
win a round, you have to either kill your opponent or have more health remaining 
when the timer reaches zero (the last 10 ticks of the timer are punctuated by a shrill 
cricket chirp at each tick). If the timer reaches zero, both players are thrown into the 
air, and you'll hear a thunderclap. The winner is the player with the most health. If 
the players are tied, the round is considered a draw (dead even). If the players are 
tied in the number of rounds won at the end of the third round, a sudden-death 
mini-round begins. 


Once sudden death is announced, both combatants Health and Dizzy Bars are 
fully restored. The timer is reset to 20 ticks. During the sudden-death round, each 
combatant's Health Bar slowly drains away. If the timer expires before a character 
dies, whoever has the most health wins the round and the match (as with a normal 
round). If both characters avoid each other (i.e., they do not damage each other), 
both players’ Health Bars read zero and the match ends in a draw. 


_ ‘THE URTH IS DIVIDED INTO SEVEN TERRITORIES, __ 


E OF THE GODS: aoe 


2 
26 


_ THE HOLLOWS 
#/ This subterranean — 
| cavernis filled with 
sharp rock formations. 


: This snowy plateau has ~ ae 
view of a magnifi ae 
THE RUINS ; sole 

The remains of a once-great 
= SS Cmetropolis, the extinct skyscrapers 

ees) | Se Oof The Ruins now weep like 
willows. An oil tanker sits 
beached along a murky river. 


THE INFERNO 


This island was birthed from a volcanic force 
10 times greater than that which created the 
Hawaiian islands. The Inferno is an outdoor 
oven complete with lava rivers, flame 
geysers, and lava falls. 


The Cove is a sandy beach that was 
once the site of an ancient temple. The 
surf will run red with the blood of 


Sauron's enemies. 
Al 


THE STRIP 


The Strip was used by small aircraft 
before the Cataclysms. Now It's the 
Raptor clan's favorite playground. 


THE TOMB 


As a symbol of her power, Queen 
Vertigo displays the frozen stone 
statues of her defeated foes in 
this shrine of death. 


~ |LowFierce ~~ 
Low Quick © 


pion ee 
High Fierce 


Low Fierce 


aS oe Be Select Low Quick 


oe = - : oe | Start/Pause High Quick. 


At the eaten screen, wrest L L R, R L i 
following options: 


1THitWins 
invulnerability 
‘Freeplay - 
Silent Turbo Mode 


GENESIS CHEAT MENU 


At the Start/Options screen, press 7 L R, R, L L R, R R, L, R on the D-Pad to access a menu with the 
_ following ee: 


Freeplay © | . , “You get unlimited Continues. 


NoDamage 7: | Your: character does not suffer damage when attacked. 
No Dizzy Damage Your character does not suffer r dizzy damage when attacked. 
—THit Kill One hit kills your opponent. 


Disable cilatalown The countdown at the end of a round i is eliminated. 


Disable Pause The pause message is erased when you pause the game. 


Soak Test _ — This i is a demo mode — —it's fight after fight after fight. 


Start atFeast Round This starts the game af the Feast Round, which is 
| one round before the Final Battle. £4 


To prevent ridiculous 
damage, Primal Rage has 
a damage reduction func- 
-tion that regulates the 
damage and dizzy dam- 
age done in combos. 


e lf combo damage Is greater than 50 percent, 
each successive hit does half the damage. 


e lf combo damage |s greater than 60 percent, 
each successive hit does one-fourth the 
damage. 


e |f combo damage Is greater than 70 percent, maimed. The "No Cheese" icon ‘alse ap 
each successive hit does one- ba ae tne the player attempts to string cheesy me 
damage. Cheesy moves are moves or combinati I 

that can cause a fatal trap for the victim. 


COMBO DIZZY 
DAMAGE REGULAT ION 


e |f the number of 
hits in the combo ts 
greater than two, 
dizzy damage |s 
reduced by half. 

e |f the number of 


hits in the combo is greater than four, dizzy 
damage is reduced by three-fourths. 


Note that in two-player mode, a character who’ in 
Berserk mode has no restrictions on either damage 
or dizzy damage inflicted in combos! 


ic In or into a violent rage or frenzy ~ 
ee Te Berserk mode nae 
happens i in two- player : 


it AIN r BAD TO GET MAD 
os you ao BERSERK! ae 


~ Berserk \ba(r)-‘sork\ adj 


mode. While berserk, 


12 percent (fractions are dropped). In addition, a : | 
berserk character receives 15 percent less damage 


from any attack, and suffers no block damage! You | 


| can stay berserk for 20 clock ticks at most. 


Combos are normally regulated SO that after a 


eeciennnee number of hits, each additional hit 


does less damage by one-eighth. However, a berserk x 


character has no combo darmape Ey wks eel 
look out! | oo 


A character goes berserk if that papi: 


e Has 50 percent less health than the opponent, 
>and Sy — 


oe vous (ame tari 30 percent of his or her health ae 


left, and | | 
e gets power hit (either from or out of a Special 
Attack), tripped, thrown, or hit out of the air 
—o (basically, if the character gets knocked down). 
Upon getting up, the newly berserk character is 
forced into a “berserk get-up script.” During this 


time, the character is invulnerable to all attacks. 


The berserk character flickers between the two 
| different color palettes available for that character. 
"In addition, the berserk character has a message dis- 
played under his or her name. 


oS until a human starts to run forward from the back- -— 
ground. At this point, trip the dizzy character and 


~ you're really saying is "| have so much free time 
- waiting around for you to fight me that | can goe 


x Tie safest way to snack - 
onan opponent's tribe = 
members is to get your os = 
ma opponent dizzy ait 
YS] throw a projectile from 

far away. If it hits ' ‘em, 


2 Mes your dino does 40 per- cm ‘au r tow “ae ys to de < i oe 
ee cent more damage than ce Be se take oe te i. aa 
= normal. For example, ap =>, “ere te humans praying to their dizzy go wa 


we that Bas dons 9 percent damage will do | 


combo out of the trip into the Eat Humans move. The = aS 
human should miss your trip attack and get : sucked ae 
into the Eat Humans move. Also, although you're not Ae ae 


Supposed to eat your own humans, eat one after 


completing a combo that knocks your opponent 


down. Remember, eating humans is not a safe way aos 
_ to regain health or win a match. It is more ofa 
humiliation move to be inflicted on a be ildered — 

- opponent. If you successfully eat a human: . either 
~ from your own tribe or an opponent's — it' S the best 


psychological punishment you can dish out. Whai 


dinner and still come back and kick yeu butt!” 


Followers 


Awarded 


1 
100 
2,000-20,000 


umber of human followers you 
u have, the more points you have 


Reason Follo 


You score one follower every time you continue. 
You score 100 followers for every 1% damage you inflict on your opponent 


You are awarded 2,000 followers for a two-hit combo. A three-hit combo gets you 3,000 
followers. A four-hit combo scores you 4,000 followers. Every successive hit-in-combo 
gets you 2,000 more followers, up to a maximum of 20,000. 


You eat one of your opponent's followers (not applicable to Game Gear or Game Boy). 
Your opponent eats one of your followers (not applicable to Game Gear or Game Boy). 
You eat one of your own followers (not applicable to Game Gear or Game Boy). 

You do a finishing move. 
You get World Domination. 
You win the game. 

You receive this bonus if you win the game with less than 10 continues. 


You receive this bonus for winning the game without continuing. 


sian of your opponent is centiotn If you conquer all s seven territories, you are eae: World Domination s : | 5, 
and advance to a bonus round, where you must replenish (or health for the Final Battle. | a 


THE BONUS ROUND — 


The Bonus Round is a human munch -fest that lasts 20 seconds. It's your chan , 
gain Reserve Health by chowing down on your human followers. If you can't bring ake 
yourself to. eat your devoted followers, you'll still get an 18% Reserve lifeBarfor 
the Final Battle. Note: This Bonus Round is only available on Genesis and eae NES. y ae 


THE FINAL BATTLEGROUND 


Once you ve had your fill of those tasty humans, you l move on to the Final Battle. 

There's no timer in this match, and you must defeat each of the seven characters 
one-by-one with no breaks. You begin the fight with a full Health Bar, but Nat gets 
Health Bar is exhausted, your reserve tank kicks in. Once the reserves are depleted, fx = 
your character bites the big one! At this point, if you choose to continue the fight, 

your Health Bar and reserve energy are fully restored. In addition, every opponent you executed with a ips 

move returns to fight you in a weakened state. If you didn’ t manage a finishing move on an opponent, yore We “ 
face his or her full fury the second time around! 


FINAL BATTLE SIGNATURE ENTRANCES 


As you begin your Final Battle, you'll notice that each of the seven characters enters in grand sy with a Special 


“Armadon roarsinwithan __ Blizzard enters with his Chaos lets loose with a Diablo ‘lesbadie in with 


lron Maiden. Cold Breath. Fart of Fury, then a Flying the Inferno Flash. the sky with h Earth 
Butt Slam to boot. 


quake Bas 


Talon jumps in witha |g, — 


Site Py) Vertigo makes her 
Brain Basher. ff i iw ' 


B entrance by teleporting — 
&) ‘ in. (Note: one is not 


‘— = 3 =| PrimalRage.) 


| each character). 


exciting. 


CROSSOVER ATTACKS 


_ The key to the crossover 
attack strategy is to 
place yourself at a dis- 


fe 2 jump-in attack correct- 
#== ly, the opponent has to 
block i in the opposite direction to defend against the 


_ Incoming attack. As a rule of thumb, most characters | 


have a center mass located near the middle of their 
-abdomens. If the attacker's center of mass is in front 
of the defender's center of mass at the time of colli- 
sion, the defender can react in a normal manner. If 
the attacker's center of mass is behind the defend- 
ers center of mass, the defender needs to push the 
~ D-Pad in the direction the defender is facing to put 
up a proper defense. (Street Fighter lI players are 
already familiar with this concept. } 


Primal Rage also has ground- -based crossover 
attacks because an attacker can pass through 


M4 ie a defender as the defender gets up from 


ee ee Re 


1} Primal Bane is designed to promote and reward a an aggressive style of play. as 
The most crucial element of aggressive play is mastering the different naa © <e < 
molest an opponent as he or she gets up from a knockdown Co es 
(for examples, see the “Strategies” section for : 


ce ~~ Rage is more chaotic i in nature than the Street [ 
re Fighter i Mortal Kombat genres and, although it is possible to play a 
ee defensive game and do well, there are many built-in mechanisms that 
give a slight edge to the attacker who employs psychological warfare. gills 
Once Rage players become proficient at using the devices that exploit nSvenclagicae 
combat, they will come to cherish this chaotic element, It makes the game more 


ing as Armadon, try 


~ Armadon's center of mass crosses over the defend- 


tance so that if you time 
, : ~ er's center of mass just as the defender stands all 


Bars 
seape ss 


certain attacks.For © 
example, if you re play- | 


timing and spacing a a Death seeks SO a fet 


the way up and is vulnerable. You | find that : 
Armadon is on the other side of his opponent, scores 


- ahit, and knocks his opponent in the opposite 
; direction. 


JUMP-IN ATTACKS 


You jl find that every 
character can deliver at 
least two jump-in 
attacks. The first is from 
the air (it registers as a 
blocked or unblocked hit) 
via interrupt-driven combos (two-in-ones). Primal 
Rage’s interrupt-driven combo system means that 
any Fierce or Quick can be interrupted by any Power — 


Here are some @ basic 


attack, and any standard attack can - interuped 


oe : 3 : a Special Attack 


a ~The second air attack hits a aioe ie prema- *, —< 
= tuey pushes down on the D- Pad fora low defend. | 


for more instruction). 


: ‘Strategies. 


© If the setoncibe is ina th , ibe of blocking high 
~ for an air attack, blocking high for a second air 


attack, and then blocking low against a ground: | 


launched Crouching Low attack, try this: 


ik Ise a a Tiger Jump that has a really : short: 
hang time. Use only one air attack, then — 


~~ immediately land and do a Crouching Low - 


attack, which requires a low defend. Your fa Tons 
“ae Throws are easy to activate so you often act ore 


o opponent: will probably defend high and 
get hit by the low attack. 

2. Use the Tiger Jump and don't do any air 

~~ attacks. Instead, start the motion for an 


~unblockable throw. It will be buffered and 


~ automatically detonate as you land on the 
oe ground. 


3. Do two standard air attacks (which will be 
aoe : blocked) then, when you land, wait about 
_ half a second and do a throw. If you try to 
throw too early (i.e, the defender is still in 
-__ block-stun), your throw won't succeed and 
<< a you ll earn a No Cheese icon. 


elf Ifthe defender likes to use a buffered Special 
~ Attack as he or she gets up, time an air attack 
so that it hits “below the belt" and your oppo- 
nent starts an attack after the getting up. For 
. example, Sauron’ s Primal Scream seems invin- 


because a charac- 
ter who is hit out of 
a Special Attack 

oo ln two- -player mode, there are three different j jump an sohsintothe aif 
a trajectories. You can pull some wicked maneuvers By 
mixing up different op 
jumps (see “The Art of — ae 
__ Jumping" on page 13 oe HROWING AND 

_ COUNTERTHROWING 


oe cible. But if you time your attack correctly, he'll. | 


ae | get hit out of it. You'll know if you succeed 


Plus, you'll hear the 
- roar sound effect. 


Throws are > unbloeable oe 
in Primal Rage. Thisisto 
prevent matches from 
becoming block-fests. — 
However, throws in the 
classic Street Fighter II 

_ Sense are considered cheap by many REBDS | 

because: 


_e@ Throws do a lot of damage. 


vate one accidentally. 


© Ticking (a series of jabs followed by ath throw) =S aN 
easy to do and very difficult to counter. 


© Sacrifice throwing (the defender takes a igh 
air attack hit, then throws the attacker as the 
attacker lands) is fairly easy to do and sare 
excessive damage. | 


Rage corrects for all 
of these problems. It 
even provides an easy 
escape mechanism to 
counter ticking, which 
eliminates any percep- © 
tion of cheapness. Some examples: 


¢ Throws in Rage do less damage than in other 
fighting games. It takes six nas: to kill \~ cease, 
an opponent. oo 


e All throws are activated by Special Attack — 
inputs. The Special Attack inputs are unam- 
biguous, so there is no possibility of acciden- 
tally getting a throw. : | 


e Counterthrowing Is easier to do because 
Special Attack inputs are buffered, so the 


throw starts immediately after block-stun ends. 


lf a defender anticipates ticking, he also has — 
the option of simply jumping away. Ticking 


the D-Pad (to jump) while i in block- stun. 
Because escaping a tick | is SO easy, there — 

_ Shouldn't be any cry of cheapness from even | 
the weakest game player. At the same time, 
the chaos of psychological warfare opened up 
by the tactics of ticking are still applicable. 


I's easy to avoid a sacrifice throw. As stated 
above, you can avoid a throw (or any unblock- 


able move for that matter) by jumping away. tf 


a ticker thinks the defender is attempting a 


Sacrifice throw, the ticker can ag iis out of : : 


the way. 


Since throws do much less damage than = — 


other games and are activated by Special Attack — 


inputs, they also work in combos. If you're going for _ 


maximum damage, there are better things to do 
than end a combo with a throw. However, throw — 
combos look cool and ies demoralize 
your opponent. 


AGGRESSIVE | 
T nee eh TACTICS 


a | Since aggressive game : 

: ° - play’ is rewarded | i 
Z | Rage; herearesome 
a aggressive throw tactics ch 
=] you 1can use against your aS 
~ I opponents: ese 


ss Simply walk up and throw’ your 0 ponent yi nel | 
never works if the defender just holds Up es oe P 


once in awhile. It works a surprising number of | 
times, plus it's very hun niliating f for the victim. 


lf the defender anticipates two high- blocked, 
air-attack, ground- -throw ticks and | iS ening 
to do a counterthrow, do the two air-blocked © 


hits, then buffer a quick jump while you re still < 


in the air. As you do your quick j jump, buffer in — 
your own throw attempt while you're in the air 
to throw the defender as yOu land on the pine 
side. | | 


e Here's a humiliating tactic that Is hens a fon 
of laughs if you succeed: Stand close to the” 
edge of your defender's throw range. As they 
get up, they probably expect a quick hop | 
crossover attack. When they're almost UD, 
begin to walk backward a few steps as if 

you're aborting a jump-in 

| " attack. They will probably try to 

do some kind of quick low attack or a 

crouching sweep. Walk forward 

again and do a throw. Your throw 
vacuum sucks them out of whatever attack 
they are trying to do. ; 


Pa 


lf the defender is wise to your evil ticking 
ways, try the “Larry” maneuver. Just as they get 
up, jump straight up. As you're coming down, 
hit them with a late power attack. (Don't try to 
do two attacks or you'll push them back and 


imit your combo possibilities.) As you land, 


combo into a throw of your own. There is noth- e | 
ing more humiliating than trying to throw and 
then getting whacked by a combo endiod | in a ate 


— throw! 


COUNTERING 
JUMP-IN ATTACKS 


know how, to execute 


as important to know - 
how to counter them. 


countering strategies: 


e |f you think an opponent is going to do: any Kind 


of ground attack (including a throw), buffer a 


throw attempt as you're getting up. Your throw 5 Se 


wins just about every time (with a few oped d 
tions in certain character match- ups). 


1 As important as itis to. . ns | 
: tose When using Armadon, get lees opponent to 


Here are some sth | 


lf your attacker tries @ jump-in attack ae noe 


jump-in attacks, it's just ; = 


you're getting up but does not have impeccable Pee 


timing, it's easy to buffer a Special Attack that | 


nails em. 


jump-in attacks. Note to the aggressor: If the 
defender has a standard counterattack that 
seems to consistently hit your jump-ins, mix up 
the three different jumps to mess with Ke 
opponent's timing. 


Against expert players, all you can do Is block 
‘most of the time. 


If your opponent has the timing to hit you out < : 
of your Special Attack, try different standard 
attacks. For example, Blizzard's Crouching High : 
Fierce (an uppercut) hits a surprising number of — 


r 1E ART OF FAKING 


— JumpingLow 
_ Power to simulate the 
Ground Shake. 


-@ Have Talon | jump 


Fakes and unexpected - 
moves are instrumental 
in luring your opponent — 


erst 


3 — 3 x. | stupid move Here are 
- some tactics used by 
Rage experts: 


a Sale: 


pe . Use Blizzard's Fake Mega Punch 10 sat your 


opponent to jump in. 


Have Sauron jump backward to get z an oppo | 
nent to throw projectiles at 
you, then immediately 
~ do his Flesh-Ripping 
Pounce. 
‘Make Chaos 
- jump straight 
‘up and doa 


backward to get © 
your opponent to 
throw projectiles, then execute a = 
Pounce and Flip to run under the project 2 an 
nail ‘em. a 


Interrupt Sauron’s Standing Low Potighy wit ~ 
Flesh-Ripping Pounce. The interrupt- -driven 
combo system allows you to create your own — 


funky-looking blocked combos and ue posh = Ns = 


tional advantage. 


into reacting with a = = = - =o, 


‘THE ART OF | 
EFFECTIVE BLOCKING 

Blocking only t occurs | 
when you're about to get ~ 
hit with an attack. To 
block, push Away or 
-Down-Away on the D- 
RS eccones me Fad. It's better to 

~ “crouch-block" (Down-Away on the D-Pad) an: incom- oe 
: ‘ing projectile attack because simply pushing Aw es ay cs 

_on the D-Pad also causes you to walk backward. 


Familiarize yourself with the correct block for each / 
character's Basic Attacks and Special Attacks. The | 
correct block is the block that only works against 
that attack. For example, the correct block for air | 
attacks is always High Block (Away on the D-Pad, 
while the correct block for tripping attacks is always 
Low Block (Down-Away on the D-Pad). © 


High Blocks oh. able move is to jump ee rash To walt é 
Some characters have a8 advantages of this feature, the unblockat . 
; standard ground attacks fail if the victim is in block-stun. Remember Stre 3 

thatcanhitalow- = Fighter's cheap walk- -in-jab-walk- throw tactic? 
_ blocking opponent. For = Attempting to execute an unblockable ir ve while 


example, Chaoshasan ‘your opponents is in block- stun results in v failure. 
overhead smash, and Talon has an overhead ) 


talon rake. Obviously you want touse these THE ART OF JUMPING 
\ when you anticipate your opponent is going & : 
— totryaLlowBlock.Themostcommonplaceto apply § 
_ these attacks is during jump-in attacks, because the d 
defender is conditioned to block high against 
an air attack. Block high against a sec- 
ond air attack, then block low against 
a Crouching Low attack. Instead of © 
the Crouching Low attack, use an 
overhead smash. 


Alot of time and research Be 

- went into developing — 

, a fair | jumping system 

ia for Primal Rage. Due to ; 

Airey player Sabian that it was too difficult for — 

ws characters with tails to jump over incoming 
projectiles, the 
tails of charac- 

ters that jump to 
avoid projectiles 

were left out of 


ae 


~ new jumps — the Super Jump and the Tiger Jump. 
e Use 1 the regular jump to set yourself up for critically- oc 


4 you jump from a crouching position, or tap Dow 
— Down-Toward, or Down-Away before you jump. T 


~ and its height is about 1.5 times that of a normal 


and throw or combo. 


3 = about as far as a normal jump, but its height i is less 
~ than half of a normal jump. Use the Tiger Jump to 


” ort to cross over your opponent. If your opponent is _ a - 


the projectile thrower maybe waitingtousean si) 1) One for Talon's Jugular Bite.” 


~ - uppercut, the Tiger Jump lands short of the upper- 


oo AF Fow More Words. Mas 

About Jumping 
~ | it may not be obvious to we eg 
eed abeginnerhowimpor = 
. * <faq) tant the Super and Tiger Coe 
_ - timed combos or deep jumping attacks. = 6 Pee eo. Sle are to set oat. ee ae 


“the bitmapped collision models. 


To counteract the cheap fireball/uppercut traps 
= found in other fighting games, Primal Rage has two. : 


stat 


- The Super Jump is always available and happens 


: jump travels about twice as far as a normal j Jump, “ . 
posonent using the vaste advantage of SS 


~ jump. Use the Super Jump to get close from fa Es - your character versus your opponent's char racter. 
away or to punish a projectile user. If your opponent me ‘For example, a Sauron vs. Diablo matchup favors 
‘Sauron in an in-close game and Diablo in a long- 


is anticipating a regular or Tiger Jump and plans to oe 
counterattack early, use this jump to go over their range game. Each player must make good use of he a S 
three jumps available in order to sien a Se 


attack, then attack late, or land on the other side 
: ene 


The Tiger Jump i is only available in two- ie oe GENER AL¢O MBO STR ATE G y 
mode and is executed by tapping Toward, Down- . —_F®gea 


Toward, and Up-Toward. Itis a quick hop that travels In other Foner gerne: 


players are rewarded — 
pa with two, three, and 
4) sometimes more ane : 
ten hits for only one su 


playing defensively and. throwing projectiles i a 2 oD cessful attack. Prima 
eS pie fofeas players t to earn each and fever | 


_ long range, a quick Tiger Jump with an early attack : at hit 
may be safer to use than the Super Jump because Se Tee? gNen are: 


: catch your opponent off-guard, to get in close quickly, : 


uppercut as a counterattack. If opponents do use an 2) Two for Talon's Pounce and Flip* 


3) Blizzard's Punching Bag, in fogs can. aS 
continuous hits. It is limited only by thet ti 
and by how fast they victim Shanes out itof the : 
attack. ae 


cut’s Tange, allowing you to punish your foe while 
| they a are cecal 


* To compensate for Talon’s lack 3 Bore 


= SPONTANEOUS COMBOS. a Se Postmortem Combos - bo oe 

| Many fighting games There's nothing more. annoying athe having your 
1 have goodcombo poten- combo interrupted by an opponent ¢ dying or ae 
A tial. Thedistinguishing dizzy. Unlike other fighting games, Rage. ets you fin 
~ | mark of the Rage combo —_ ish your combos — even if the victim doesn't ha 
4 system i is its abilitytodo enough health left to withstand the first hit of a 
— massive partial combos combo. ey, if any of the first hits ofa mult hi 

on the fly. It's tine and dandy to deliver killer ‘combos ae zZy, 


Pee has an rtexteiectiee ee system (a 
Fierce or Quick can be interrupted by any Power 
attack, and any standard attack can be interupted 
by a Special Attack) and multiple air-hit combos — 
(juggles), there are numerous opportunities to turn a 
one-hit counterattack into a four-hit combo. In addi- 
tion, many of the Special Attacks were programmed. 
to have extended combo range. For example, ; 
Blizzard's Ice Geyser has less range if you use it as a 
single-move counterattack than if eu use it in a ‘ane nay se 
combo. . | 


a your SS SO you C can ndeliver them nung 
game situations. = 


_ Examples 


Sauron: Go froma Crouching Ge Power into e a - 
Cranium Crusher. | 


Armadon: Tack ona Hornication Uppercut to any 
ground-to-air counterattack. 


Vertigo: Go from a Crouching Low bree toa 
Crouching Low Power to a Scorpion 
Sting. : 


Blizzard: Uppercut your a 
opponent out of the } 
air, then do an Ice 
Geyser followed by 
an Air Throw. 


Chaos: Always followany [seb bate 
successful hit with a Bee eat Bah. 


Follow any successful hit with a Jugular 
Bite. 


. wos “y, Shal 
& SEGA GENESIS 


Species Type: Tristegasauratops 
Domain: The Hollows 

Height: Approx. 17 feet 

Length: Approx. 27 feet 

Weight: Approx. 2.25 tons 


Colors: Ochre with Brown Spikes or 
Green with Olive Spikes 


Alternate Colors: Purple with Yellow 
Spikes 


Tribe Colors: Neon Green or Olive 


Armadons Special Attacks are the 
most deadly in the game. Armadon 
ranks behind Sauron and Blizzard in 
Basic Attack damage, however, and 
does slightly less dizzy damage than 
the other combatants. 


ENDGAME STORY 


For over a million years, Armadon lived in his SS 
cave beneath the Urth’s crust, telepathically 
linked to the biomass. The Cataclysms and the 
battles for supremacy over the changing plan- 
et tortured him, so he’s risen to settle things 
once and for all. 


Once the threat has passed, Armadon settles down into the ground to enjoy 


some well-deserved rest. The land is scarred, but calm — at least for now.... 


Snead conta” 
ebb cle 


farcoy (TO) 


Hold (High Fierce + Low Quick), Hold (High Quick + High Fierce + 
tap Down, Up. Low Quick), tap Toward, Away. 


Armadon curls up and forces his spikes to Armadon sticks his horn into the belly of his 
grow through his ough, armor-plated hide. opponent and flings them over his head. This 
This defensive move stops an opponent's move is unblockable. Opponents must jump 
pounce attack ery t ne and is also a good or move out of the way to avoid it. 


SPINNING DEATH 


(HON LF) <)>) 


Q ‘Hold (High Quick + Low Fierce), : 
fap Away, Up, Toward. tap Away, Toward, Down. 


: Anestos ae a rams an oo / | In this acrobatic move, Arado flies Armadon curls into a ball and spins toward 
_ then follows — with his se -— through the air and flips over. He impales his enemy. This move goes under most pro- 
his victim with his sharp spikes as he lands. jectiles. 


Note: In SNES version, you don't need to tap 
Away. 


Armadon whips his tail over his head and 
flings spikes through the air. 


Beware: It takes a long time to recover from 
this attack. 


EAT HUMANS 


Armadon lauekos spikes frac his back and Armadon stands over his prostrate 
(HOPS HFESLOES LF) —_ his opponent several times over. roars, then stoops his head do 
mighty horn into the soft flesh 

nly on the foe. When Armadon’s horn em 
spouts and organs fly. 


As with a Crouching Low Fierce attack, 
_ Armadon whips his tail, impales a human, 
- then raises the bloody carcass to his mouth 
and chews. 


Armadon curls into his Bed-o'-Nails, concen- 
trates, and sends out a searing network of _ 
energy that envelops his opponent. The blind- 
ing, white-hot bolts consume his struggling 
victim, charring flesh. In a final burst of mental 
strength, Armadon releases his hold 
enemy and the blackened body explodes into.____, 
ashes. ees 


Armadon's Spinning Death ...as does his Rushing Uppercut. 
Special Attack goes under most 
projectiles... 


CROUCHING 
STRATEGY 


Use Armadon'sCrouchingLow = 
Quick and Crouching Low Fierce — 
attacks against incoming air- _ 

borne enemies. 


| This tactic is considered chancy, Instead, buffer a Gut Gouger to 
but it’s worth the risk. Save it for activate when you land. 


when tas opponent least Note: Do the motion for the Gut 
BRPECS it. In two-player mode, Gouger in the direction you're 
jump over your opponent with a facing while you're airborne, not 
, Tiger Jump. Do not attack! ~ the direction you'll be facing 
after you land and turn around. 


IN-THE-CORNER STRATEGY 


Use this strategy to confuse your Jump over your attacker andinto _—‘ This should hit your opponent in 
opponent after you knock ‘em the corner, hesitate very briefly, the back and force your enemy to 
down in the corner. then do a Spinning Death attack. _ block in the opposite direction. 


BED-O’-NAILS FAKE-OUT - o-. hae 
STRATEGY - JUMP-AWAY STRATEGY 


PN 
ARMADON 


To lure in an enemy tossing pro- If your opponent jumps in, use _ Jump away from your opponent, When you land, use a Spinning 


jectiles, do a Bed-o'-Nails move the Hornication Uppercut orthe then immediately use a Jumping Death or Rushing Uppercutto — 
just before the projectile hits, Spinning Death for a wicked sur- _ Low Fierce attack. This hits your catch your opponent off-guard. If 
then release the buttons. prise! enemy right in the face (time the the enemy jumps in at you, use a 


move late against Talon). Hornication Uppercut. 


GET-UP STRATEGIES 


Try any of these attacks against any opponent who's getting up: 


A tail sweep while just out of The Bed-o'-Nails. 


throw range. 


Try to jump away from in-close Flying Spikes from long range. Time the Spinning Death to cross 
range and nail your opponent in over your attacker just as your 
the face with a Jumping Low enemy gets up. 


Fierce. 


STANDING COMBO | 


PRIMAL 
COMBOS 
LEGEND 


1. Begin with a Standing 2. Finish up with a 1. Come in with a 2. Finish with a 
Low Quick. Standing Low Power. Crouching High Quick. Crouching High Power. 


SPECIAL COMBO JUMPING COMBO 


Fei i : 3 


1. Dive in witha Jumping 2. Conclude with a 
High Fierce. Jumping High Power. 


2. Conclude with a 
Rushing Uppercut. 


1. Nail ‘em with a 
Standing High Quick. 


3-HIT COMBO 


3. End it all with a 
Standing Low Power. 


2. Smack ‘em with a 


1. Kick it off with an In- " _ 
Standing High Quick. — 


Close High Quick. 


LONG-RANGE-DEATH COMBO 


SIMPLE HORNICATION COA 


1. From a full screen's 2. Buffer the motion for a 1. Get in close and doa 2. While the enemy is 
length, do a normal jump Spinning Death. It will Crouching Low Power. still in the air, nail ‘em 
toward your opponent, activate as you land. with a Hornication 
then attack with a : Uppercut. 

Jumping Low Fierce , 

that's timed to hit your 

opponent's head. 


1. If you want to be king 
of your opponent, get in 
close and trip him up 
with a Crouching Low 
Power. 


2 ombo into the Eat | 


2. Then do an In-Close : 3. Follow up with a gut- 


“High Quick. Low Quick. -__wrenching Hornication 


_ Uppercut. 
TRIPLE-SHOT COMBO_ 


1. Dive in with a Jumping 2. Whack ‘em with a 3. Finish it all off with a 
High Fierce. Crouching High Fierce. Crouching Low Power. 


ELEGANT COMBO 


2. Slip in witha 


1. Go low with a 3. Finally, nail ‘em to the 


Crouching Low Fierce. Crouching Low Power. wall with a Spinning 


Death. 


FREIGHT-TRAIN COMBO 


1. Begin with a Crouching 2. Railroad ‘em with a 3. Knack? em into the dirt 
vce Fierce. — Crouching High Power. with a Hornication 
; Uppercut. 


uman move So you can 
hit an opponent who's 
still in the air. 


SWINGING-TAIL COMBO 


Note: Be sure that there 
are no humans running 
around as you do this 
combo. 


1. Dive in with a Jumping 2. Go low with a Crouch- 3. Finally, pound ‘em with 
Low Fierce. ing Low Fierce. a Standing Low 
Power. 


EVI 


L-THROW COMBO 


1. Come in with a 2. Tag ‘em with a 3. Finish with a Gut 
Jumping High Fierce. Jumping High Power. Gouger to give ‘em some- 


thing to cry about. 


ANTI-AIR COMBO 


1. Start lowwitha | 2. Come up with a 3. Conclude with a 
_ Crouching Low Fierce. — Standing Low Power. Hornication Uppercut. 


BED-O” 


-NAILS <OMBO 


2. Do a Jumping High 3. Hit ‘em witha 4. Put ‘em to sleep with a 


1. Pounce on ‘em with a | i : 
Power. Crouching Low Quick. Bed-o'-Nails. 


Jumping High Fierce. 


STYLIN’ COMBO 


1. Start with an In-Close 2. Whack ‘em with a 3. Do a Standing Low 4. Top it off with the 


High Quick. | Standing High Fierce. Power. : Spinning Death. 


1. Start ' ith: Ju 
High Power. 


1. Come in with a 2. Do a Jumping Low 3, Follow up with a 4. Conclude with a 
Jumping Low Quick. Power. — Crouching Low Fierce. Spinning Death. 


LIGLY COMBO 


4. Smack ‘em with a 


1. Dive in with a Jumping 2. Do a Jumping High 7 : 
Crouching High Power. 


Low Fierce. Power. 


4.Tag ‘em with a 


2. Follow up with a 3. Immediately launch a Nr oo 
Crouching High Power. 


Jumping High Power. — Crouching High Fierce. 


1. Dive in with a Jumping 
High Fierce. 


2. Do a Jumping High 3. End it with a wicked 
Power. Gut Gouger. 


2. Hit ‘em with a Jumpin 4. Follow with a High 5. Seal your opponent's 
High Power, ts Power. fate with a Spinning 
| Death. 


3. Come in close and do a 
High Quick. 


6. End it all with the 
Spinning Death. 


1. Divein in with a Jamping : 2bdcadu nping ng High 


‘High Fierce. : _ Power. |... : ose Hi sce. Close H igh Power. 


1. Begin with a Jumping 2. Follow up with a 3. Come in and tag’ ‘em 4. Do a Crouching High 
Low Quick. Jumping Low Power. with an In-Close High Quick. 
Quick. 


COMBO OF DOOM 


5. Then do a Crouching 6. Finish it all off with a 
Low Power. rib-cracking Hornication 
Uppercut. 


SUPER-DIVE-BOMBER COMBO __ 7 ae = 


Jumping Low Quick. 


1. Jump in at your oppo- 2.Tag yourenemy witha _3z. When you land, imme- 


-nent,continuetoholdthe |= Jumping High Power. — | diately j jump again. Do 

_D-Pad in the Up-Toward : another Jumping High © —— 
direction, and hit ‘em |. Fierce and a Jumping © cs a4 When you land, 
with a deep Jumping : rer er - instantly launch into 


High Fierce. another Jumping Low 


Matick: 


rss 


4. When you land this 5. ...and a Crouching 6. Then nail ‘em with the 
time, finish the combo High Power. Hornication Uppercut! 
with a Crouching High : 
Fierce... 


Species Type: Kong 
Domain: The Cliff 


Height: Approx. 20 feet 
Weight: Approx. 1.8 tons 


Colors: Dark Blue with 
Gray fur or Cyan with 
Gray fur 


Alternate Colors: 
Blue with White 
fur, or Dark Blue 
with Blue fur 


Tribe Colors: Blue or Dark Blue 


Blizzard s Freeze moves and other 
Special Attacks make him a favorite. 
His Basic Attacks are very 

powerul, and a dizzied victim 

often assures Blizzard a victory. 


ENDGAME STORY 


Blizzard is a noble god, the essence of the 
animal spirit. Frozen for millennia at the heart 
of an immense glacier in the Himalayas, 
Blizzard was released when the Urth met the 
Great Meteor. He lived high in the mountains, 
descending only when threatened. With his 
animal power and age-old wisdom, he was unstoppable. 


With no threats remaining, Blizzard returns to his mountain retreat. One day, 
though, a new force will invade his land from across the ocean.... 


QUICK | FIERCE | POWE 


4 
. | 


ATTACK. 


Short Mega Punch: Hold (High 
Quick + Low Quick), tap Away, 
Toward. 


(HEE LF) 


Long Mega Punch: Hold (High 
Fierce + Low Fierce), tap Away, 
Toward. 


(HOU HFE LOS LF/]€|> 


Quick Mega Punch: Hold (High 
Quick + High Fierce + Low Quick 
+ Low Fierce), tap Away, Toward. 


PUNCHING BAG 


(HOFLO} 


Fake Mega Punch: Hold (High Quick 
+ Low Quick), tap Down, Up. 


There are several flavors to the Mega Punch. 
The Short Mega Punch has a short windup, 
medium range, and a normal follow-through. 
The Long Mega Punch has a long windup, 
the greatest range, and a normal follow- 
through, and the Quick Mega Punch has a 
very short windup, little range, and a quick 
follow-through. The Fake Mega Punch has a 
long windup, but no follow-through. During 
the windup, only the lower half of Blizzard is 
vulnerable (projectiles pass through his top 
half). In addition, Blizzard leaves the ground 
during the punch’s follow-through, which 
prevents in-close trips and low attacks by 
your opponent. 


(e+ Gii+ OG) 


Hold (High Quick + High Fierce + 
Low Fierce), tap Down, Up. 


Blizzard raises a tower of ice from the 
ground that freezes his opponent for approx- 
imately two seconds. This is considered a 
cheesy move if used in refreeze combos. 


FREEZE BREATH 


(HORS HFES LF) 


Hold (High Quick + High Fierce + 
Low Fierce), tap Away, Toward. 


Blizzard blows a cloud of frost that freezes 
his attacker for approximately two seconds. 
This is considered a cheesy move if used in 
refreeze combos. 


(HOES LF Hold (High Quick + Low Fierce), tap Toward, Down, Away, Up. 


Move in close to execute this move. Tap High Quick to jab, High Fierce to hit medium height/distance, Low Quick to hit short height/distance, and 
Low Fierce to hit maximum height and minimum distance. This move is unblockable, but easy for a victim to avoid. The quick jabs and finishing 


__, Uuppercuts do very little damage. It's basically a good set-up move for a Mega Punch or Air Throw combo. Keep an eye on your opponent's 
( Dizzy Bar and continue to punch ‘em with quick jabs, then just before they shake out, finish ‘em off with an uppercut! 


AIR THROW 


oARBRSAS B. l ppanin “sansa cbitEP ela oo ie Py igas 


Both players must be close in the air to per- 
form this move. For an easy Air Throw 
combo, hit your opponent out of any special 
move (except projectile attacks). This sends 
the attacker into the air and sets you up for 
an easy Air Throw. 


Move in close to execute this move. The 
Throw is unblockable. 


Blizzard punches his victim into the ground 
with two earth-shaking smashes to the 
skull. Then he rears back and unleashes a 
swift punch to his opponent's jaw. He enters 
the head from under the jawbone, proceeds 
through the brain cavity, and exits out of the 
back of the skull, ejecting the opponent's 
brain, along with bone fragments and blood. 


Grabbing the victim by the throat, Blizzard ham- 
mers his point across with lightning-fast jabs to 
the jaw. He winds up his devastating uppercut, 
follows through, and the victim rockets sky- 
ward into the stratosphere. While far away in 
the distance the body of his victim hurtles back 
toward Urth and lands in a cloud of dust, 


Note: You can also perform this move by Blizzard begins to celebrate. 


doing two clockwise circles on the D-pad. 
Start with Toward. 


EAT HUMANS 


Blizzard scoops up an unsuspecti 
shakes it, chews it, then swallows it after 
he spits out the bones. 


REDEMPTION 


Blizzard sends his defeated opponent's spirit 
to a higher plain. 


Note: This move is only available on the 
Super NES. 
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CROUCHING 


Blizzard's Crouching High Fierce 
and Crouching High Power 
attacks are very fast. Use these 
attacks generously against 
incoming airborne opponents. 


STRATEGY 


MEGA-PLUNCH 
STRATEGY 


Learn to use the three Mega 
Punches to counter projectiles. If 
you do a Mega Punch as the pro- 
jectile is about to hit you, you'll 
pass through the projectile and 
nail your opponent. Even if you 
do the Mega Punch too early, you 
may be able to trade hits with 
your attacker. Either way, youll 
come out ahead. The Quick 
Mega Punch is useful only 
against very fast projectiles. 


SHORT 
MEGA-PUNCH 
STRATEGY 


If your opponent blocks and tries 
to counterattack, the Short Mega 
Punch is the safest Mega Punch. 
Because of its short recovery 
time, you can usually be ready to 
block. 


GET-UP 
STRATEGIES 


Use any of these attacks against 
an opponent whos getting up. 


Learn to use the Fake Mega 
Punch against projectile attacks. 
Although it doesn't pack the 
same wallop, it's safer than any 
of the real Mega Punches! 


Counterattack your opponent Or, while your opponent is Imediately execute an Air Throw. 

with a Jumping High Power. attempting a Special Attack, do a 
Jumping Low Power. You'll 
knock your attacker into the air. 


Note: This strategy won't work — 
against an opponent whois — 
throwing a projectile. 


Punching Bag. 


PRIMAL 
COMBOS 
LEGEND 


High Quick. 


High Fierce. 


1. Start with an In-Close 
High Power. 


BASIC COMBO 


1. Begin with an In-Close 


IN-CLOSE COMBO 


1. Start with an In-Close 


1. Start with an In-Close 
High Fierce. 


2. Tag ‘em with a Quick 
Mega Punch. 


CROUCHING COMBO 


2. Do a Standing High 
Fierce. 


1. Go low with a 
Crouching Low Quick. 


2. Follow up with a 
Crouching Low Power. 


THROW COMBO 


2. Finish with a Standing 
High Fierce. 


2. Follow up with a Quick 
Throw. 


1. Start with an In-Close 
Low Power. 


OPEN-ENDED COMBO 


2. Nail ‘em with a Quick 
Mega Punch. 


1. Hit ‘em with an In- 
Close High Fierce. 


2. Freeze ‘em with an Ice 
Geyser. 


GOOD-FOR-TURTLES 
COMBO 


1. Nail ‘em with an In- 2. Hit‘em with a 
Close High Fierce. Standing Low Power. 


1. Come in witha 
Standing Low Fierce. 


PAT COMBO 


ind with a Crouching 


3. When you land, doa nd 
lw Power. 


Crouching Low Fierce. 


1. Begin with a Jumping 2. Do a Jumping Low 
Low Fierce. Power. 


DINO-BOUNCE COMBO _ NO-BLOOD COMBO 


1.LeapinwithaJumping 2.DoanIn-Close High 3. Conclude with a 1. Trip your opponent 2. Combo into the Eat 
Low Power. Fierce. Throw. with a Crouching Low Human move. 
Power. 


DOWN, UP, DOWN COMBO 


1. Start with a deep 2. When you land, do an 3. Bash ‘em with a 
Jumping Low Power (ifin —_In-Close Low Fierce. Standing Low Power. 
Two-Player mode, use a 
Tiger Jump). 


1. Start with the Punching _2. Just as your opponent 3. When it hits, tag ‘em 


Bag and finish with the is about to reappear from with a Long Mega Punch. 
Low Fierce button. the heavens, start a 
Standing High Power. 


QUICK-TRIP COMBO 


1. Grab the enemy with a 2. As soon as you come 3. End with a Short Mega 


Punching Bag and ham- out of the Punching Bag, Punch. 
mer em with High Quick hurt ‘em with a Standing 
attacks. Finish with the High Quick. 


Low Quick button. 


2. Do a Jumping Low 3. Come in with an In- 4. Finish it all off with a 


1. Dive in with a Jumping 
Power. Close High Fierce. Standing High Power. 


Low Fierce. _ 


HIGH-POWER COMBO 


1. Start with a Jumping 2. Do an In-Close High 3. Tag ‘em witha 4. Finish with a Standing 
High Power. Fierce. Standing High Fierce. High Power. 


EVIL COMBO 


1.Leapin witha Jumping 2. Smack ‘em with an In- 3. Freeze ‘em with an Ice 4. After you c come out of the 
High Power. Close High Fierce. Geyser. the frozen a tim < art ? 


attics ‘who does 


DOWN, UP, DOWN, UP, DOWN COMBO 


1. Begin with an In-Close 2. Interrupt this with an 3. As soon as you can, — 4. When you land, do an 


Low Power. Ice Geyser. jump and attack with a In-Close Low Fierce. 
deep Jumping Low _ 
Power. 


QUICK COMBO 


1. Leap in at your enemy 2. When you land, come 3. End with a Quick Mega 
with a Jumping Low in with an In-Close High Punch. 
Power (if in two-player Quick. 


mode, use a Tiger Jump). 


FUN-IN-THE-CORNER COMBO 


1. Grab your victim in the 2. As your opponent is 3. Combo into the Ice 


corner with the Punching — coming down, hit ‘em Geyser! Take it from here 
Bag, pummel ‘em with with a Standing Low and do some serious air 
High Quick attacks, and Fierce. damage! 


then launch ‘em with the 
Low Fierce button. 


3. After you hear the 4. Thaw them out with a 5. When you land this 
sound when you land, deep Jumping Low time, do an In-Close High 
interrupt the move with Power. Quick. 

an Ice Geyser and leap 
toward the frozen enemy. 


de with a Quick 


_ 2.When you land, do a 3. Trip your opponent 4. As your opponent trips 


from behind with a toward you, nail ‘em with - 


Crouching Low Quick. 
-. Crouching Low Power. a Crouching Low Power. — 


5.Put‘emonice withthe _6. After you finish raising the Geyser, you'll jump back- 
Ice Geyser and hold Up- ward. As soon as you leave the ground, hit ‘em out of 
Away on the D-Pad. the air with a Jumping High Quick (both of you will be 


facing the same way) and a Jumping High Power. 
Finish ‘em with an Air Throw. 


cee 
sd a 


ae Oa ne 


Low Fierce. 


age He aa 
= ist 


5. Freeze ‘em with an Ice 


E ws gt ta 3 
es. ™ a ne 


MO eI ge 2 a 
i ec 


Geyser and take a step 


forward. 


“DR. KUAN’S PHYSICS LESSON” COMBO. 


1. Begin with a 


Low Fierce. 


8, 


1. Begin with a Jumping 


ee Oe sal 
Pay. ee se nat 


HUMILIATION COMBO 


Bie. A 


Bin eg pe tg, SO cae ce st Sth 


2. Follow up with a 
Jumping Low Power. 


i ee Cn age eee 
pe sae is, a oh Piten. 


6. Do the Punching Ba 


Be el 
a 


se a sae oe 


3. Do a Crouching Low 
Fierce... 


opponent almost shakes out of being dizzy. Then hit 
Low Fierce to launch your attacker. 


2. Do a Jumping Low 
Power. 


Jumping High Quick. 


3. Nail ‘em with a 
Crouching Low Fierce. 


7. Follow up with a 
Jumping High Power. 


and tap High Quick until your 


7. Hit ‘em once more 


8. Conclude this crazy 


combo with an Air 
Throw. 


Note: This combo wont 
work against an opponent 
throwing a projectile. 


a Jumping High Fierce - 


sweep with an Ice 
Geyser. 


Species Type: Kong 
Domain: The Ruins © 
Height: Approx. 17 feet 
Weight: Approx. 1.1 tons 


Colors: Black with Red fur or Gray with 
Yellow fur 


Alternate Colors: Red with Green fur or 
Green with Purple fur 


Tribe Colors: Yellow or Dark 
Yellow 


Chaos has speed and a vile 
appeal that can devastate the 
novice player. His lightning-fast 
combos are for experts only. 


ENDGAME STORY 


ta ~=Chaos, the mightiest witch doctor on the first 


continent, wanted to control the evolution of 

humanity. During his power quest, he cast a 
~ mighty spell that backfired and turned him 

into a disgusting beast forced to wallow in 

his own excrement for eons. During the 
Cataclysms, Chaos prayed to Throshti, God of Carrion, for release. To restore 
his greatness, he must defeat all his enemies. 


His task completed, Chaos regains control of his life and leads his tribe to 
greatness. One day, though, his people will be threatened again, and Chaos 
will have to pursue power once more... 


STAIWDING 
RETAGK 


HIG 
RKROUCIING 


ATTACK 


HIGH 
HUAN NG 


RAI LAGE 


Y=CLOS 
RLTACh 


ED < GROUND SHAKER 


tap Away” Upsway, Down-Away. . (tf) 5 < 7. - , 


Hold (High Fierce + Low Fierce), 


"The Ground Shaker does more dar mage than 
tap Toward, POY 


Sauron’s Earthquake Stomp. However, it — 
knocks your opponent away from you, _ 
which limits your combo possibilities. A 
Low Block is the best block againstthe _ unblockable. 
Ground Shaker. Thismove canbeexecuted __ 

in the air as well as on the ground. 


_ Chaos grabs his victin vy the throat and 


Ha 


est 
Fie 


FLYING BUTT SLAM 


opponent, lowers his 
m. The move is an 
unter for trips and low 


This is considered a pounce move, much Chaos reaches down, grabs a hu an 
like Armadon’s Iron Maiden attack. The cor- ments it by rattling its brain before chewi 
rect block is to either jump or walk out of up the body and spitting out the bones. 
the way. 


d es not force a block- 
lis means victims can 
ately after blocking 


pond, river, or ocean, ‘_ 8 4 Nae yO 


Note: aa can ao a this Sencha move eat 
Chaos humiliates his opponent by producing ——_—‘The Cove, The Strip, and The Ruins. 
a stream of acid urine that melts the flesh 
from his enemy’ 's bones in thick, gray 
clouds. — 


n your opponent's face 


(HORTHF LOG LF | 


Hold (High Quick + High Fierce + Low Quick + Low 
Fierce), tap Toward, Toward, Toward, Away, Away, 
Away. 
Chaos hurls a Power Puke, then walks to the other side of the screen 
to catch the nasty loogie in his mouth. ..with pride, of course. 


Grab ‘n‘ Throw (victim must jump 
away or counter attack). 


Use these moves as your oppo- 
nent rises from a knockdown to 
create maximum confusion for 
your enemy. 


EVIL-FAKE STRATEGY 


s = completes the missed 
Batt ng Ram, immediately doa 
Grab ‘n Throw! 


Launch a Battariay Ram from 
_across the screen and time it to 
miss your opponent. If itlooks — 
like the attack will hit, your 
opponent may try to block it. 


if you anticipate a projectile 
attack from your opponent, do a 
Fart of Fury. As you pass gas, the 
projectile will pass through you. 


If properly timed, this projectile 
sequence dizzies your oponent 
instead of finishing them off. 


. 3H ing Low Power (victim 
must Low Block). 


: ‘When your opponent turns to 
Strategy. Time a att ing Ram fa e yee ape tries to block, doa 
so that it misses your opponent — 

and goes through to the other — 
sideof‘em. | 


GROUND- 
STRATEGY 


It takes precise timing to do a 
Ground Shaker over an incoming 
projectile, but this is a good 
defense against a projectile 
attack — and when the Ground 
Shaker lands, it damages your 
opponent. 


Chaos may seem to be lacking in 
the combo department, but his 
deadly speed and bad attitude 
make up for it. Stay on the offen- 


sive with Chaos! 


PRIMAL 
COMBOS 
LEGEND 


Conclude with a 


-2. End with a Crouching 2. Conch 
 . Crouching Low Power. 


Low Power. 


2. Follow up with a a p in and nail er Then put the hurt on 
Battering Ram. ith a Jumping | “em with a Fast Power 


Grab ‘n‘ Throw. 


1. From across the : 2. Do aB n : m £ 3. If you Power Puke hits - 
screen, hurl a Slow 
Power Puke. 


1. Start with a Jumping 2. Then do a Standing 3. Finish with a Standing 
Low Power. High Quick. : _ High Power. 


= 


ee ea ee 


1. Tag ‘em with an In- 
Close High Fierce. 


nwithaJumping 2. Thencoi 7 3. End it all with a 
Ww In-Close Hi Battering Ram. 


2 Follow with a Standing 3. Finally, blast ‘em with 


1.Use aCrouchingHigh 2. F 
High Power. a Battering Ram. 


- ing attacker. 


LONG-RANGE ¢RAZY COMBO 


1.Fromafullscreen’s _—2. Do a Battering Ram — 3. When you're about to 4. Conclude with a 
distance, blowchunks __ but just to cover the dis- come to a stop, doa Battering Ram. 
_ with a Slow Power Puke. tance between you and Standing High Power. 
=O your opponent. 


4-HIT COMBO 


4. End it all with a 
Battering Ram. 


2. Follow up with an In 
Close High Quick. . 


1. Leap in with a Jumping 
a Low Power. 


LIGLY COMBO 


2 Follow up with a 
Crouching Low Power. 


2. Then do a Crouching 


_ : 1. Start with a Jumping 
Low Quick. 


Low Quick. 


3. Follow up with a a 4. Finish with a 
Standing High Quick. Crouching Low Power. 


ran ail 


1. Come in with a 2. Then combo into a 3. Do a Crouching High 4. Finally, finish it off 
Crouching Low Power. Battering Ram. Fierce. with a Crouching High 
Power. 


1. Start with a Jumping 
High Power. 


. 4 Cross over your oppo- 
nent with a deep 
__ Jumping Low Quick. 


4. Finish it off w 
Battering Ram. 


4. Whack ‘em with a 5. Conclude with a 
BatteringRam. = —_ Crouching High Fierce. 


_ 3. Doa Standing High 


(2.Thencomeinwithan 
__ Power. 


- In-Close High Fierce. 


Note: This combo is very 
difficult to pull off 
against Talon. 


2. Then do a Crouching 3. Bash ‘em with a 
Low Fierce. Crouching Low Po 


3. Once you land, doa 
Crouching Low Fierce. 


Sain 


7. When you land, doa 
Crouching Low Fierce. : 


Species Type: Allosaur 
Domain: The Inferno 
Height: Approx. 17 feet 
Length: Approx. 29 feet 
Weight: Approx. 1.2 tons 


Colors: Red with Black Stripes or Orange with 
Red Stripes 


Alternate Colors: Mustard with Red Stripes 
or Dark Olive with Red Stripes 


Tribe Colors: Red or Red-Orange 


Diablo excels at mid- to long-range battles. His 
quickness and Inferno Flash are the only 

things that can save him from losing an in-close 
fight. se on his two- hit @ air pommpo ey. 


Dey I torment caused in the great Cataclysms. Now 
Geeae that he has conquered the planet, he lives so 
: _ that he can torture it. With none left to oppose 
him, he bone to burn the entire planet. Sparing only the cruel and vicious, he 
turns the world into a living hell. 


For centuries Diablo will revel in the inferno he’s created, until at last his rule 
. is challenged by a traveler from across the great sea.... 


QUICK FIERCE | POWER 


STAIND 
ATTACK 


CROUCHING 
AYTACh 


L Ul il ING 
ATTACK 


This flamethrower-style attack singes your 
victims, leaving them dazed for a moment. 
Diablo is invulnerable to most projectiles for 


the duration of this move. 


MEGA LUNGE 


Battering Ram, Diablo butts his opponent, | 
using his head instead of his shoulder. It's 
an excellent move to use w 


projectile attacks. 


en dodging 


Diablo shoots a quick ground blast of fire 
that burns and trips his opponents, and it 
also flies under most projectile attacks. 


Caution: This move doesn't force a block- 
stun on your victim. This means victims who 
successfully block the move can counter- 
attack immediately. Low Block is the best 
block against a Hot Foot move. 


Diablo's fireballs come at two different 
speeds — fast and slow. His Fast Fireball is 
one of the quickest projectiles in the game. 


INFERNO FLASH 


that's near Diablo as he tele 


PULVERIZER EAT HUMANS 


In a move similar to Sauron’s Flesh-Ripping 


Pounce, Diablo leaps into the air, lands Diablo crouches, grabs a human with his 
on his opponents, and stomps on them powerful jaws, and chows down. 
unmercifully. 


INFERNAL 


INCINERATOR FIREBALL __ 


Diablo spits forth a spout of flame that - oo 
engulfs and consumes his victim. Onlythe  —_—Diablo coughs up a fireball t 
bones remain. | : _ size and explodes upon cont 


Calling forth all of his pyrotechnic ability, 
Diablo spews a flame that engulfs and 
incinerates his victim. 


ANTI- 
PROJECTILE 
STRATEGY 


Throw a slow fireball from a ...-Singe his toes with a Hot Foot. 


maximum distance. If your oppo- 
nent jumps over the attack with- 

When a foe launches a projectile out Super Jumping... 

at Diablo, do a Mega Lunge to 

pass beneath the attack. 


dae 


Diablo's in-close game is p 
weak. It's bes 


If you in close, though, you 
can usually catch an opponent 


ADVANCED ANTI-PROJECTILE | 
STRATEGY RISKY STRATEGY 


If your opponent tosses a projectile from across the screen and does a To use this cheese-free, noncombo strategy, torch your victim and 
Super Jump to get closer, execute a Torch. Usually, their projectile immediately launch the Pulverizer. Opponents who aren't paying close 
will pass through you and you can singe your attacker as they land. attention will get squashed. 


FLASH STRATEGY 


FAKE-TORCH- 
- TAUNT 
STRATEGY 


Le #2 SO se Pica oe ° pei Tsai Beis as 


While notreallyastrategy, this 

 moveisdefinitelyataunt.Dothe $= = = ~~ 
‘motionforthe Torchattackand =|” 
thenreleasethe buttonsimmedi- = 

ately after Diablo sthe 


1 ome out! Repeat 

___ this three or four times quickly to 
make it look like you're laughing 

at your opponent. It's a surefire 

-__ way to aggravate any attacker! 


IN-CLOSE 2-HIT COMBO JUMPING COMBO 
PRIMAL 


COMBOS 
LEGEND 


1. Step into it with an In- 2. Finish with an In-Close 1. Dive in with a Jumping 2. Follow up with a 
Close High Fierce. High Power. Low Fierce. Jumping Low Power. 
BEGINNER HOT-FOOT 

COMBO 


1. Come in with an In- 2. Torch ‘em with a Hot 
Close High Fierce. Foot. 


1. Start with an In-Close 
High Quick. 


3. Finish it off with a fire- 
ball attack. 


BASIC 3-HIT COMBO 


1. Come inside with an 2. Tag ‘em with another 3. End it with a Standing 
In-Close High Quick. In-Close High Quick. High Fierce. 


2. As soon as you hit, 8 
scorch your attacker with 
aninfernoFlashe 


1. Do a Standing Low 
Power. 


DIABLO’S FIREBALL 
COMBO 


INTERMEDIATE 
HOT-FOOT COMBO 


* 


2. Immediately combo 
into a Fast Fireball 


1. Move in close to your 
opponent and trip ‘em | 
withaCrouchingLow _attack. — 


Power. 


- 3+HIT FIREBALL 


2. Do an In-Close Low = 3. End with either a Slow 


1. Dive in with a Jumping 2. Clobber em with a 3. End it all with an 
Low Fierce. Jumping Low Power. inferno Flash. 


ADVANCED FIREBAL 


--3.Finish with aMega 
Esme. oe 


ADVANCED HOT-FOOT 
BURN, BABY, BURN COMBO COMBO 


1. To pull off this combo, 2. As soon as it hits, do 3. Or, to add to the humili- 1. Begin with an In-Close 2. Do a Crouching Low 


you ve got to lure your an Inferno Flash. If you're ation, singe ‘em witha High Fierce. Power and finish with a 
opponent close to the in the right spot, you'll Hot Foot. Hot Foot. 
corner, then do a Torch. reappear instantly in the 


same place! From here, 
you can begin another 
combo. 


LIGLY COMBO (for Genesis Only) 


1. Move in close and 2. Trip ‘em with a - | 
_ Hot Foot. 


Torch your opponent. Crouching Low Power. 


ALL-TEETH <OMBO 


a 


1. Leap in with a Jumping 2. Come in with an In- .. Bash ‘em with a | 4. Top it all off with a Hot © 
High Power. Close High Quick. Standing High Power. —_—_—Foot. 


. &- : 
1. Start with an In-Close 2. Continue with an In- 3. Hit ‘em with a 4. End it all witha 
Low Quick. Close High Quick. Crouching High Quick. Crouching Low Power. 


FIERY COMBO 


1. Start with a Torch. 2. Come in with an In- 3. Follow up with a 


Close High Fierce. Standing High Power. Hot Foot. 


SHOW-OFF CO. 


Bee 


4. At the peak of your 


1.To pull off this combo, — 
your opponent mustbea — you can. jump, do a Jumping High 
full screen away, Power. 


and facing the opposite 7 


direction —like this 
would ever happen unde 
normal circumstances! _ 


te: This nearly impossible combo doesn’t do much 


mage, but it's a great show-off move. 


INSANE 
HOT-FOOT 
COMBO 


1. Cross ‘em up with a 
deep Jumping Low 
Power. 


2. Throw two Crouching 
High Quicks. 


3. Add a Crouching Low 
Power. 


6g a 
4. Combo into a Hot Foot 
to finish it off. 


TOUCH-OF-DEATH COMBO 


1. Dive in witha Jumping 2.Doa Jumping Low 3.Comeinwithanin- = 4. Follow up with a 
Low Fierce. Power. Close High Fierce. Standing High Power. 


HIGH-POWER HOT-FOOT COMBO 


1. Lure your opponent near the corner (about two steps 
away) and hit ‘em with a Jumping Low Fierce and a 
Jumping Low Power. 


3. You should reappear 4. Follow up with a 

nearthe spot youdisap- Standing Low Power. 
peared from. Take advan- 
tage of the fact that your 
opponent will still be 

____ burning by doing an In- 

Close High Fierce. 


rs: Purple with Black stripes or > 
low with Black stripes — 


ors: Light Purple or Dark Purple 


n’s size, he’s considered a finesse character. 
ed evastating, and his combos are deadly. His 
lage is his size: He presents his opponents __ 


nis the God of nae oe hev was 
ed from his sleep of ages by the cata- : 


humans bounhe Glan with thier nda 5 “ion Sauron his no choice 
. but to defeat the others i in order to feast on their followers. 


2 | Once he has devoured most of the land, Sauron sets off in quest of new lands, 
— and new meals... Oe 


see See S ee 
eGR RE ES 
Re HERE E 


tap Away, Toward. 
The Stun Roar is a projectile attack tha 
j causes heavy dizzy damage. 
aes aie rips off a oe of flesh The only _ 
way to avoid damage 


| ich an usher o1 Primal Scream! 


Note: An Air-Activated Earthquake Stomp is only available on Super NES. 


EAT HUMANS 


n both fighte inches himself into the air and 
in ine air. Us is throw to fini sh a succes: 3s his head as a battering ram. If it con- Sauron catches a human in his razor-sharp 

ttack = s-. nects, this makes for a mighty uppercut! teeth and, with a flick of his tongue, swal- 
lows it whole. 


GRAPE CRUSHER 


Sauron’s jaw closes like a vise on his oppo- 
nent’s skull and shakes the lifeblood out of 
his enemy's body untitit drops to the 
ground. 


Sauron plants his foot over his fateg foe, 
boasting his domination. He tears huge 

chunks of flesh from his victim and stops 
just long enough to emit a roar of victor y. 


2 = | - : _ : Sauron does an Earthquake Stomp and 
| _.__lands on his defeated opponent, squashing 
him into a bloody pulp. 


PROJECTILE 
STRATEGY 


When an opponent uses a pro- 
jectile attack against you, use a 
Primal Scream. Projectiles will 
pass through you instead of strik- 
ing you. 


DEFENSIVE 
STRATEGY 


If your opponent is jumping in at 
you and primed to attack as you 
get up after being knocked 
down, do a Primal Scream. If you 
execute the Scream just as you 
get up, they cant hit you — 
unless their timing is perfect. | 


A Crouching Low Power ) 
_ from outside throw range. 


The Stun Roar from long 
range. 


DVANCED-PLAY eee 


Jump away from in-close - 
__ range and immediately — 
slap your enemy inthe 

face with a Jumping Lowe 
Power tail. 


do pounce move 
in close, so get 
launch a Flesh-Ri 


You'll have to time this strategy 
precisely to avoid a No Cheese 
icon! Do a Stun Roar from across 
the screen. . 


Afyou think your onnofe ei 
block the move, time aFlesh- 


_ Beware: An expert player will 
jump and attack you because 
the Flesh-Ripping Pounce is 
blockable. : 


Follow up with a_ 
Crouching Low Power. 


1. Begin with anIn-Close 2. Do a Standing Low 
Low Fierce. _ Power 


N-CLOSE COMBO 


L. Start with a Crouching 2. Finish it off with a . 
~ Low Power. Cranium Crusher. 


1.Startwithadeep -—_2. Finish with a Primal 
_ Jumping Low Power. Scream for some hefty 
_ dizzy damage. 


~4.Begin with an In-Close © 2.DoaCrouchingHigh 3. End witha 
High Quick. Quick = = ==—=—_—stw Power. 


nit m Crusher. 


activate as soon as you — 
finish the Earthquake 
Stomp. . 


Cranium Crachet 


ROSS-UIP COMBO 


‘ Start with a Jumping 
Low Power, 


1. Dive in with a deep 2. When you land (you 
Jumping Low Quick. This should both be facing the 
should hit late enough so same direction at this 

_ that your enemy is point), jump back the 

already turned around as other way with a Cranium 
you nail ‘em. Crusher. 


_2. Follow with an In- 
Close Low Fierce. 


3. Top it off with a 
Standing Low Power. 


2. Follow up with a 2 Start the motion fora 4. Once you go airborne, 
_ StandingHighQuickto — Tiger Jump—itshould suck ‘em in and slam ‘em 
__ keep your foe airborne. come out when youfinish —_ with an Air Throw! 

the bite. 


/ 3.Do a Standing High 


Stun Roar. This ke 
you from stepping int 
possible counterattack. 


Seonaniat 


“1. if you digzvpo youroppo- 2. Bash ‘em witha 3.Doa Chrechong Le Low 4. Finish it with the 
nent and he's facing the Crouching Low Quick. Power. power of a Primal 
| Scream. 


dive in with a Jumping 
Low Power. | 


2. Then toss ‘em ninto a 
Neck Throw. vay 


3. As soon as you land, 


2. Use a Tiger Jump to 
__ immediately attack with finish with a Cranium 
___a Jumping High Power. Crusher. : 


| just less ein full . 
en's distance away. 


4.Comeinwitha | —«*‘5,Concludewitha 
Standing High Fierce. ‘Standing Low Pow re 


4. Follow up with a 5. End with a Cranium 
Crouching Low Power. Crusher. 


1. Start with a Jumping Z. Do a Jumping Low _ 3. Tag ‘em witha 
_Low Fierce. Power. |. Crouching High Fierce. 


1 "ae in witha deep 3. Keep holding Up- 4. Follow u up with a 

Jumping Low Fierce. Toward on the D-Pad. As another Jumping Low | 
soon as you land, you ll Power. ##.| across the screen with a a 
jump — do another ~—sSsSséwiiNeck Throw. : 


Jumping Low Fierce. 9 . _ 2 Note: Against larger 


Species Type:Deinonychus _ 
Domain: The Strip | 
Height: Approx. 16 feet 
Length: Approx. 30 feet 3 
Weight: Approx. 0.9 tons | 


Colors: Red- -Orange and Black or 
Bright Orange and Black | 


Alternate Colors: Pink and Black c or 
Pastel Green and Black» 


Tribe Colors: Gray or Light Gray 


Talon is the fastest player i in 1 Primal Rag Hs IC 
attacks (those th tuse his foot talon) do slightly m Oo 
damage than the same high attacks. Talon’s small size makes 
up for his lack of a projectile attack. Most projectiles pass 
over him when he stands still, and most high attacks miss 
him if he crouches. 


ENDGAME STORY 


_ For eons, Talon was the great chief of the 

F) Raptor Clan on a hidden South Pacific island. 
: | When the Great Meteor rearranged the conti- 

1 ents, Talon s island came into contact with | 


ry. Humans are iio as cattle or hunted a as sport 
while Raptors lounge i in ‘the sunshine. His clan is completely safe, and Talon 
> will be happy until the newcomers arrive.... 


QUICK FIERCE | POWER 


STANDING 
ATTAG 


CROUCH 
ATTACH 


HIGH 
HLEAY NG 


AYTACh 


V-CLOSE 
ATTACK 


(HEF LF) 


Hold | (High F Fierce + Low Fierce), _.___ Hold (High Fierce + Low Fierce), 
tap Away, Toward. tap Down, Toward. 


For this move to work, your victim must be The Face Ripper is an unblockable in-close 
in a hit-reactio The attack hits twice and. attack. Talon mounts his opponent's upper 
.. deadly add tion to ny combo. But this body, secures himself with his claws, then 
move can only be used as pert of a combo! proceeds to tear his enemy's face off with 
Use it often. his razor-sharp teeth. 


POLINCE AND FLIP 


(To) ie n 5 
Hold (High Fierce + Low Quick), - (Cast) FS Eo | Ss 


tap Away, Up, Toward. 
Hold (High Fierce + Low Quick), tap Toward, Down, Down-Toward. 


The Pounce and Flip nails your opponent with three hits. Talon runs toward his attacker (he 
runs underneath projectile attacks), mounts the Upper body, takes a couple of bites, then leaps 
off and knocks ° ‘em to ses ground. ' 


Talon pounces on his opponent’ s head and 
bashes his enemy's brain to the ground with 
his feet and pga 


RUN FORWARD OR 
FRANTIC FURY RUN BACKWARD EAT HUMANS 


THOR HF ILO LF] 


Hold (High Quick + Low Fierce), Hold (High Quick + Low Quick), Hold (High Quick + High Fierce + 
tap Down, Toward. tap Toward to run forward, or tap Low Quick + Low Fierce), tap 

This attack is similar to the Tasmanian Devil Away to run backward. Toward, Down, Away. 

spin. When the fury begins, there's a blur of Talon runs forward and backward at double Talon catches a human in his claws and has 
teeth and claws waiting to sink into the speed. a quick snack. 


opponent's flesh. 


Note: Continue to hold the buttons until 
Talon stops the Fury. 


* THOR Lom LF] > Vie a0 LE 


ee Hold (High Quick + Low cote + Low pierce, tap Toward, Down, Away. 
mite: Down. _ 


ait the heart rt antcally vies to — oc oe 


efeated foe becomes dinner for a dozen or so. 


CHILLIN’ STRATEGY TAKE-A-BITE- ANTI-AIR 
If you're going head-to-head with OUTTA-CRIME § TRATEGY 
afireball-happy fool, chillout! §JFRATEGY 


Talon’s lack of height and his = 
low stance ensures his safety. Ly 
You'll find that all projectile © 
attacks pass over the Raptor's 
head. If you don't do anything, 
you Il be just fine. (You may want 
to crouch if it makes you feel 
better.) 


The Slasher is Talon’s most use- 
ful anti-air counterattack. 


If you get a successful hit on 
your opponent, always attempt a 
Jugular Bite. The Jugular Bite 


GET-UP STRATEGY works only if your victim is ina 


hit-reaction. 


RUN-AWAY STRATEGY 


If your opponent hasn't learned As you land from your kick-up, do 
to always jump away as Talon is a Face Ripper. 
getting up, teach him a lesson. 


Use Talon’s Basic Attacks to play As soon as you get an attack in, 
hit-and-run. interrupt it with a Run Backward 


move to get out of harm's way. 


TIGER-JUMP STRATEGY 


INTERMEDIATE ATTACK 
STRATEGY 


though not an official combo, 
in effective combination attack 
s to rip in with The Slasher... 


BASIC COMBO 


BWA Ry 
COMBOS — Be see 
TEGEND. oe Ai 


a 


1. Come in with an In- 2. Do a Standing Low 
_ Close High Quick. Power. 


BASIC 2-HIT COMBO __ 


a2 Follow up witha — 
Crouching Low Power. 


IN-CLOSE COMBO 


1, Start with a Standing 
~ High Fierce. 


meee! 


1. Lead off with an In- 2. Conclude with an In- 
Close Low Fierce. Close Low Power. 


2=HIT LOW COMBO > 


1.Begin with aCrouching 2.Concludewitha _ 
High Fierce. Crouching Low Power. 


FIERCE COMBO 


1. Lead off with an In- 2. Nail ‘em with two 
Close High Fierce. Standing High Fierce 
attacks. 


INTERMEDIATE 2-HIT 


COMBO $LIDE-AND-RIDE COMBO 


es 


= 


Se age 


1. Fly into a Crouching 
Low Fierce. 


1. Move in close and do a 2. Close with an In-Close 


2. End it all with a Face 
Crouching Low Quick. High Power. / 


Ripper. 


CLOUD-OF-BLOOD COMBO 


1. Begin with an In-Close 2. Two-in-one into a Face 
High Power. Ripper. 


3-HIT COMBO 


ok Come in with an In-  2.Doan In-Close High 3. Follow up with a 
Close High Quick. a 


_ Fierce. © _ | Standing High Fierce. 


JUGULAR COMBO 


& 
# 
—< we 
a 
- 
ih 


1.StartwithTalon's 
Slasher attack, but dis- 
tance it so that only the 
second slash hits. 


SLASHER COMBO 


1. Come in with a 


Crouching Low Fierce. 


ALL-TOE <OMBO 


1. Dive in with a Jumping 
Low Power. 


2. Come in with an In- 
Close Low Quick. 


2. Do a Crouching Low 
Power. 


COMBO 


me nd 


1. Start with an In-Close 
High Power. 

Caution: This combo leaves you vulnerable to a coun- 
terattack, so try to suck in your opponent with a Face 
Ripper. 


2. Follow it up with The 
Slasher. 


3. Finish with a nasty 
Slasher. 


WEIRD-JAB COMBO 


1. Start the attack with an 
In-Close Low Quick. 


3. Conclude with a 
Standing Low Power. 


2. Continue to hold the 
Low Quick button as the 
first hit connects. Talon 
interrupts the Low Quick 
with an In-Close High 
Quick. 


3. If you can, doa 
Crouching Low Power to 
finish this combo. What 
really happens is this: 
The Low Quick attack is 
interrupted by the special 
Run Forward move. This 
move, in turn, is interrupt- 
ed by a High Quick attack 
because the Low Quick — 
button was negated 
when the attack hit. 


FACE-RIPPER COMBO 


1. Leapin witha Jumping 2. Follow up witha 3. Finally, tear ‘em apart 
Low Power. Crouching Low Fierce. with a Face Ripper! 


4-HIT COMBO 


1. Start with an In-Close 2. Do an In-Close High 3. Finish it with a two-hit 
High Quick. Power. Jugular Bite. This combo 
requires precise timing. 


MULTI-HIT COMBO 


2. Follow 


ith an In- 3. Come in witha 4. Finish with a Pounce 


1. Lead off with an In- 
Close High Fierce. Close High Power. _ $lasher. and Flip attack for three 


more hits. If you do this 
combo right, you'll score 
six hits from four attacks. 


REVERSE WEIRD-JAB COMBO 


button to get an In-Close 
Low Quick. 


3. Do another Crouching 
_Low Fierce. Repeat these 


s 1 1 Star with a Arachne 2. As soon as you collide 
Low Fierce. with the attacker, inter- 


rupt the slide by briefly steps until you score five 
holding Away on the hits with a Crouching 
_D-Pad and very briefly Low Fierce. Wicked! 
holding both the High 
Quick and Low Quick 
buttons. This causes 


_ Talon to combo into the 
Run Backward move. End 
the move as soon as ey 

start it. 


4. Start with The Slasher —_—_2. Take your opponent by 3. Interrupt with an In- 4. Finally, finish with a 
attack, and time it to hit surprise with a Crouching Close Low Power. Pounce and Flip. 
on the second slash. Low Fierce. 


INSANE WEIRD-JAB COMBO 


) % Start with an In-Close 2. Then use the High 3. Do a Standing High Pounce _ 
Low ig Quick button to get an In- Fierce. and Flip fora quick six- 
| Me wigs geod ss ae ee combo. 2. 


FRANTIC-SLASHER COMBO 


1. Start with an In-Close 2. Do an In-Close Low 3. Then use the High 4. Follow this up with a 5. ...and a Crouching Low 
High Fierce. Quick. Quick button to get an In- Crouching Low Fierce... Power. 
Close High Quick. 


IMPOSSIBLE COMBO 


6. Rip ‘em with a Frantic 7. End it all with the 
Fury. Slasher. 


1. Dive in with a Jumping 2. Follow up with a 
Low Fierce. Jumping High Power. 


3. Move in with an In- 4. Do a Standing Low 
Close High Fierce. Power. 


5. Top it off with a 
Pounce and Flip. 


Caution: This combo 
doesn't work against 


Talon. 
1. This combo starts 2. When you land, do an 3. Follow up with a 
small but ends big. Jump In-Close High Quick. Standing High Fierce. 
in and attack your oppo- 
_ nent with a Jumping Low 


Power. 


see age a etna 


the motion — 
her. : 


obrasaur (Efraasia) 
mb 
. 18 feet 


s” — Vertigo’s long-range 
attacks and slow 
movements make it 
seem like shes a 
defensive character, but 
_ experts can exploit 
her lightning-fast 
Special Attacks 
and dizzying 
capabilities. Vertigo 
can avoid projectile 
attacks by simply 
crouching. 


. 48 feet 
« 1.3 tons 2 
dCyanorGreen — 
¢ . 


s: Purple and Yellow or 
Ww 


qua or Light Green 


ENDGAME STORY 
Long ago, a sorceress named Vertigo 
appeared from another dimension. In a great 
- magical battle during the Mesozoic Wars, 
Vertigo was banished to the moon by the 
arch-mage Balsafas. Now a meteor crash has 
| _ weakened the old shields enough for Vertigo 
to return and enslave the planet once again. 


Once victorious, Vertigo enslaves hoards of humans and has them build her an 

insane palace in multiple dimensions. Few minds can endure the torture, but 

there are plenty of humans. One day, while practicing her arcane arts, she dis- 
covers a land where she is not queen.... 


COME SLITHER 
CANKLE DRAG) — 


sae ac 


_ Fast: Hold (High Quick + Low Hold (High Quick + Low Quick), 
paid oe Toward, Fowerd. tap Away, Away. 


|. : This move is a great counter to projectile 

4 | a ___ attacks. As soon as Vertigo latches onto her 

victim, she becomes immune to her foe's 
projectile attacks. Only a Low Block can 
stop the Come Slither attack. 


SCORPION STING | VOODOO SPELL 


[HFELO) 


((HFFSLO}) 


Hold (High Fierce + Low Quick), Hold (High Fierce + Low Quick), 
tap Toward, Toward. tap Away, Away. 

The Scorpion Sting is a deadly long-range Green rings of voodoo power project from 
tail spear attack. It does not, however, force Vertigo’s eyes and instantly dizzy her oppo- 
a block-stun on the victim, so victims who nent. The Voodoo Spell is unblockable. 


successfully block the move can counter 
attack immediately. 


TELEPORT 


(HEE LF I Di Ue 


Hold (High Fierce + Low w Fierce), 
tap Down, Down. 


Vertigo shrinks into a tiny ball and teleport 

to a new location. Use the Teleport move — bal |. 5 

instead of Super Jump by Mluer Jump to get  onser aS eat diy! a ~~——ermWT | lifts it high ir into th al 

inclosetoadizzied victim. = = as can almost hear the cr 
 ~—r—_O—OC'TW | human slowly slides doy 


dazed victim into a stone statue. Then, withoit: much as a blink, she pic bp pes statue wen 
her needle-like tail and shatters her victim into a thousand pieces. 


_ ‘Vertigo believes that if she consumes her opponent, her opponent's spirit transfers to her. Using 
black magic, she shrinks her defeated foe and swallows him just as she would a puny human. 


COOL 
PROJECTILES 
STRATEGY 


PROJECTILE 
STRATEGY 


Most projectile attacks will pass 
over Vertigo if she crouches. 


If Vertigo does a Come Slither 
attack as a projectile is thrown 
at her, the projectile passes 
through her. She can then 

drag her opponent into her 
deadly range and wreak her 
punishment! 


GET-UP 
STRATEGY 


You can catch most opponents 
off-guard if you do a Voodoo 
Spell as your foe gets up. 


Trip your opponent with a 
Crouching Low Power... 


The only defense against the 
Voodoo Spell is to jump out of its 
way. 


CORNER GET-UP STRAT 


When your opponent gets 
knocked down in a corner, move 
in close and do a Voodoo Spell 
— preferably before your enemy 
hits the ground. The move should 
end about half a second after 
your opponent gets up. A some- 
what inexperienced opponent 
won't jump out of the way and 
will be instantly dizzied. You 
know what to do to a dizzied 
opponent! 


RISKY PSYCHE-OUT STRATEGY 


...then combo into the Teleport 
move. 


But if your opponent jumps away, __ 
your move should end while your 
opponentisstillinthe air, 
Hesitate until your opponent is at _ 
the peak ofthe jump, thendoa 
Scorpion Sting andnail‘em! = 
Repeat, ormixitupwithatrip- 

ping tail attack. — COC. 


When you reappear, throw anoth- 
er Crouching Low Power. Your 
enemy must block this correctly 
or they will trip toward you and 
be wide open to further attack! 


sont: 


2. Follow up witha 
Standing High Power. 


1. Come in with a 2. Finish with a 
Standing High Fierce. Crouching Low Power. 


High Fierce. 


STINGER COMBO BASIC IN-CLOSE COMBO 


1. Start off by tagging 2. Conclude with a dead- 1. Come in with an In- 2. Do an In-Close Low 
your attacker with a ly Scorpion Sting. Close Low Fierce. Power. 
Standing Low Power. 


BASIC 3-HIT COMBO 


ey 


orss—teh aay 


0. 
i ge: # Stidileteasiee 


1. Start with an In-Close 2. Follow up with another _ 3. Finish off witha 
High Quick. In-Close High Quick. Standing Low Power. 


DIZZY COMBO 


’ geeeeee* 

ph eee eee ERE j ig eeeeeee 

beg LRP EES RERR RE 
_ 4 wii 


a, 


1. Start it off with a 2. Do a Crouching Low 3. Finish with a Venom 
Crouching Low Fierce. Power. Spit (either speed will 
do). 


_ WERTIGO’S INTERMEDIATE COMBO. 


er COMBO _ a 


1. Come in with an In- 2. Do an In-Close Low 3. Conclude with a 
Close High Quick. Fierce. Standing Low Power. 


SLITHER-STING COMBO — —— 


1. Get in close to your 


2. Chomp into the Est 


opponent and trip him Humans move. Simply 
with a Crouching Low humiliating! _ 
Power. — 

1. Pull your opponent in 2.DoaStanding High _—s3«. Followit up witha . . 

withthe Come Slither _ Fierce. wicked Scorpion Sting. | AAR 

om ts NO-CHEESE COMBO __ 


VENO 


MOUS COMBO OE gee 


1. Trip your opponent 2. Combo into the Come 
aed _with a Crouching Low Slither. If it works, your 
1.Tostart,moveinclose 2. Followup witha 3. Seal this combo witha Power. opponent is dragged in, 
anddoaCrouching High — Crouching High Power. Venom Spit, _ ready for destruction! No 
Fierce. a cheese, no argument! 
ee... ss Note: You can pick up a 
_ § CORPION COM BO i. @@=h—h—se—s falling opponent with the 
“ ___saséswsé Come Slither move the 
Ss ‘moment they make con- 
¥ tact with the ground! The 
ranges vary with each 
character, but a good 
guideline is about two 
: steps away. 
1. Begin with an In-Close 2. Do an In-Close High 3. Do a Crouching Low 4. Tag ‘em with a 
High Quick. : Fierce. Power. _ Scorpion Sting. 
CONFUSION COMBO 
hs! 


1.To start, hypnotize your _—2. Teleport immediately 3.Whenyoureappear,do  4.Followitup witha 
opponent with the afterward. a Crouching High Fierce Crouching Low Power to 

Voodoo Spell. (hopefully your attacker trip your opponent 

_ hasn't shaken out of the toward you. Now it's up 


dizzy yet). to you! 


1.Moveincloseto your 2. DoaCrouching High 
opponent and doa Fierce. 
Crouching High Quick. 


CRACK-THAT-WHIP COMBO 


4. Cor bo into the Come 5. Clobber ‘em with an In- 


Slither move. Close High Power. either a fa 
: . ora slow one will do’ 


4. Finish with a Standing 
Low raw 


2. Follow up witha 2 - 3. When you land, do an 
rend ot umping, Low Jumping HighPower. —_In-Close High Quick. 
Fierce. — : 


4. Do a Standing High 5. Finish off the combo 
Power. with a Scorpion Sting. _ 


1. Stand close to your 
a salut Ti iger Jump 


1. Start with an In-Clos 


‘corpion Sting. : 


- 2. Follow up with a 
Crouching Low Fierce. 


4. Do a Come Slither and 
Tiger Jump toward your 
opponent with a buffered 

Voodoo Spell. If the © 
Voodoo Spell is success- 

ful, you can punish your : 

_ opponent even more! _ ‘Fierce. 


5. Doa Crouching Low 6. Gonaluts with a a 
Crouching | Low Power. 


1. Dive in with a deep 2. Follow up with a 3. Do an In-Close High 4. Do a Standing High 5. Launch into a Come 
Jumping Low Fierce. Jumping Low Power. Fierce. Power. Slither move. 


7. Finish off with a 


6, Doa Standi : 
Scorpion Sting = 


ng High 


HIGH-LOW COMBO 


2.Do an In-Close High 3. Then do a Standing 
Fierce. High Power. 


4. Immediately combo into a Come Slither move and 5. Do a Crouching Low 
take a step forward. _ Quick. 


6. Then do a Crouching 7. Finish with a 
Low Fierce. Crouching Low Power. 


FOUR-QUICKS COMBO 


1.Moveincloseanddoa 2. Follow up with an In- 
Crouching High Quick. 


Close Low Quick. 


4. Slap ‘em with a Come 


Power. Slither move. 


1. Leap in with adeep Jumping Low Fierce anda S 2. Wh 
Jumping Low Power. | 


In-Close 


5. Take a big step forward and tag ‘em with an in-Close 
High Quick. 


3. Follow witha Standing _4. Combo into a Come Slither move and take one quick : 
‘High Power. step. _ | 3 


6. Do a Crouching Low Quick followed by a Crouching 
Low Power. 


-7.This time when you 
land, nail ‘em with an In- 
Close High Fierce. 


5. Tiger Jump and do a 6. Follow with a Jumping 
Jumping Low Fierce. Low Power. 


Note: This combo only — 
_ works in Two-Player 
mode. 


8. Do a Crouching Low 9. End with a Scorpion 
Power. Sting. 
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BED-O’-NAILS 


NG ATTACK 
FIERCE 


STAND 
QUICK 


(E}+E%)) 


Hold (Button 1 + Button 
2), tap Down, Up. 


- Armadon curls up and forces his 


armor-plated hide. This defen- 
sive move stops an opponent's 
pounce attack every time and is 
also a good defense against pro- 
_ jectile attacks. 


ATTACK 


FIERCE 


OUCLING 
QUICK 


IRON MAIDEN 


(B1PB2) 


Hold (Button 1 + Button 
2), tap Away, Up, 
Toward. 


ATTAGE 


QUICK FIERCE 


In this acrobatic move, Armadon 
flies through the air and flips 
over. He impales his victim with 
his sharp spikes as he lands. 


spikes to grow through his tough, 


(B1B2)> a 


Hold (Button 1 + Button 
2), tap Toward, Away. 


Armadon sticks his horn inte the — 
belly of his opponent and flings | 

‘em over his head. This move is” 
unblockable. Opponents must 
jump or move out of the way to : 
avoid it. 


FLYING SPIKES 


(+E) <_lt 


Hoid (Button 1 + Button a 
2), tap Away, Up. : 7 
Armadon whips his tail over his | 


head and flings spikes through 
the air. 


Beware: It takes a long time o : 
recover from this attack. , 


| 


Hold (Button 1 + Button 2), tap Toward, Down, Away, Toward, Toward. 
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IRON-MAIDEN 
STRATEGY 


HIGH- ATTACK 
STRATEGY 


Use Armadon'’s high attacks to 


Quick 


Use Armadon’s Crouch 


Try to use the Iron Maiden — | 


ing 


really mess up your enemies. does the most damage of any 


and Crouching Fierce attacks 


the game. 


Special Attack 


irborne 


= 


against 


incoming a 


= 


enemies. 


GET-UP STRATEGIES 


Try any of these attacks against an opponent whos getting up. 


FLYING-SPIKES STRATEGY 


Some in-close jabs. A tail sweep when just out of __ 
throw range. 


...follow up with an immediate 
Iron Maiden for maximum effect. 


When you nail an opponent with 
a Flying Spikes attack... 


A Gut Gouger. The Bed-o'-Nails. 


Try to jump away from in-close Flying Spikes from long range. 
range and nail your opponent in 
the face with a Jumping Fierce. 


-BASI 


¢ STANDING COMBO 


1. When you have an 2. As your opponent falls 3. Then finish it with one 


2. Finish up with a 

Standing Fierce. opponent ready to back to Urth, stay on the more Standing Quick as 
unleash on you from the offensive with another your foe plummets back 
air, nail ‘em with a Standing Quick. down to Urth. 
Standing Quick. 


BASIC JUMP-IN COMBO 


2. Add another Standing 3. Follow it with a 1. Come in with a 2. Follow it with a 


Begin with a Standing 
—_ Quick. Standing Fierce. Jumping Quick. second Jumping Quick. 


IN-THE-GUT COMBO 


2. Follow with a Jumping 3. Finish it with a 1. Come in witha 2. Give ‘em something to 


Fierce. Crouching Fierce. Jumping Fierce. cry about with a Gut 
Gouger. | 


EVIL TAIL-SWING COMBO 


1. Dive in with a Jumping 2. Then go low with a 3. Finish it with the Gut 
Fierce. Crouching Fierce. Gouger. 


2. Then put ‘em to sleep 
on a Bed-o’-Nails. 


1. Pounce on ‘em with a 
Jumping Quick. . 


FREEZ 
BREAT 


Blizzard blows a cloud of frost 
that freezes his attacker for 
approximately two seconds. This 
is considered a cheesy move if 
used in refreeze combos. 


THROW 


(E+E) ERS 


Hold (Button 1 + Button 
2), tap Toward, Down, 
Away, Up. 


Move in close to execute this 
move. The Throw is unblock- 
able. 


Hold (Button 1 + Button 
2), tap Down, Toward. 


Blizzard lets fly with a punch of 
mega proportions. 


AIR THROW 


Bi, B2) 


Hold (Button 1 + Button 
2) when both fighters 
are airborne. 


Both players must be close in 
the air to perform this move. For 
an easy Air Throw combo, hit 
your opponent out of a Special 
Attack (except projectile 
attacks). This sends the attacker 
into the air and sets you up for 
an easy Air Throw. 


(E+E) 0 


Hold (Button 1 + Button 2), tap Down, Down, Down, Down, Up. 


Grabbing his victim by the throat, Blizzard hammers his point across with lightning-fast jabs to the jaw. He winds up his devastating uppercut, 
follows threugh, and rockets the victim into the stratosphere. Blizzard celebrates while far away in the distance the victim's body hurtles back 


toward Urth and lands in a cloud of dust. 


MEGA-PUNCH 
STRATEGY ANTI-AIR STRATEGY 


to use the Mega Punch to 


Blizzard's Jumping High Quickis If you get a successful hit in the 
ter projectiles. If you do a pretty effective against airborne air, always be ready to follow up 


a Punch as the projectile is attacks. 
it to hit you, you'll pass 

through the projectile and nail 

your opponent. Even if you do the 

Mega Punch too early, you may 

be able to trade hits with your 

attacker. Either way, you'll come 

out ahead. 


with an Air Throw. 


$ getting up. 


inst an opponent who 


GET-UP STRATEGIES 


Try any of these attacks aga 


Fierce attacks. 


In-Close Quicks. 


ick. 


th a Jump 


Wi 


Counterattack your oppenent 
ing Qu 
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Now you can do whatev- 


midair. 


er you want to your opponent! 


i Attack, de 


ing a 


your attacker inte the air. 


attempt Spec 
a Jumping Fierce. You'll kneck 


Or, while your opponent is 


immediately execute an Air 


Throw. 


werk 


trategy went 
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BASIC COMBO 


IN-CLOSE COMBO 


2. Then do a Standing 
Fierce. 


1. Come in with an In- 
Close Quick. 


2. Finish with a Standing 
Fierce. 


1. Start with an In-Close 
Fierce. 


2-HIT SPECIAL COMBO 


BASIC MEGA-PLINCH COMBO 


2. Follow it up with a 
Mega Punch. - 


1. Start with a Freeze 
Breath. 


BASIC 2-HIT FIERCE COMBO 


2. Then nail ‘em with a 
Mega Punch. 


1. Start with an In-Close 
Quick. 


2. When you land, doa _ 


Crouching Fierce. ANTI- AIR COMBO 


1. Cross over with a deep 
Jumping Fierce. 


DOWN-TO-URTH COMBO 


2. Follow it with a 
Standing Quick. 


1. As your opponent 
comes jumping in at you, 
dive on ‘em witha 

2. Then catch your oppo- Jumping Fierce. 
nent in midair and do an 


Air Throw. 


1. When you have an 
opponent diving in, hit 
‘em with a Jumping 
Quick. 


“ ae SRT Stoo ae sles a ites ‘5 


SG ee Ns gt 


1. Start with an In-Close 
Fierce. 


2. Follow up with a quick 
Throw. 


sete 


(ite 


3. Finish it with a second 
Standing Quick. 


POWER PUKE SHAKER 


NG ATTACK 


FIERCE |C-One  Gemcac 


Hold (Button 1 + Button Hold (Button 1 + Button 
2), tap Up, Toward. 2), tap Away, Up, Away, 
Down. 


Chaos spews projectile puke on 
causes some heavy dizzy dam- 
age to his opponent 


The Ground Shaker does more 
damage than Sauron’s Earth- 
quake Stomp. However, it knocks 
hes opponent away from you, 


bilities. A Low Block is the best 
block against the Ground Shaker. 


GR AB’ N’ | 


BATTERING RAM 


(E+E2) 


Hold (Button 1 + Button 
2), tap Toward, Toward. 


Chaos runs toward his opponent, 
lowers his shoulder, and nails ‘em. 
This move is an especially good 
counter for trips and low attacks. 


VAG 
FIERCE 


Hold (Button T+ . Button It's also a fast way to get in your 
2), tap Toward, Away. opponent's face for a Grab ‘n’ 
‘Chaos grabs his victim by the Throw. 


throat and throws em over his 
head. This move is unblockable. 


Caution: Because this move does 
not force a block-stun on your vic- 
tim, they can counterattack 
¢ SI sia NIE ce, 


immediately ifthey block , ~ a 
your move. 3 | 


As your opponent rises from a 
knockdown, use a mixture of the 
following attacks to create maxi- 
mum confusion. 


Grab ‘n’ Throw (victim must jump _ Standing Fierce. 
away or counterattack). 


Crouching Fierce. 


As Chaos completes the missed 
Battering Ram, immediately do a 
Grab ‘n’ Throw! 


opponent may of to block it. 


Try this variati n 
Fake Strategy. Time a Batte ng 
Ram so that it mis es your oppo- 
nent and goes through to th 
other side of ° em. 


Vhen your opponent turns to. 
face you and tries to block, doa 
Grab'n' Throw! 


POWER-PUKE © 
STRATEGY 


SPEED-KILL: 


It takes precise timing to do a When the Ground Shaker lands, If your opponent likes jumping in 


Chaos may seem to be lacking in 
Ground Shaker over anincoming _ it damages your opponent. _ the combo department, but his on you, hurl a Power Puke at ‘em 
projectile, but this is a good deadly speed and bad attitude as your enemy sails over. 
defense against projectile make up for it. Stay on the offen- Ceres 


attacks. sive with Chaos! he 


_. z Do a Battering Ram : : 3. If the Power Puke hits 
__ twice (keep tapping your opponent, the 
_ Toward). | _ Battering Ram will also 


Battering Bae connect. 


3-HIT 
 ANTI-AIR 
COMBO 


LONG-RAN 


— : 4c clude witha — 
Battering Ram. 


1. If you have an oppo- 
nent jumping in on you, 
reverse his fortune by 
nailing him with a 
Jumping Low Fierce. 


_ BATTERING- 


3. End it all with a 
_ Battering Ram. 


2. Then do a Standing 
Quick. 


1. Leap in with a Jumping 
Fierce. 


2. Follow it up with a 
Standing High Quick... 


1. Put the hurt on your 
Opponent witha 
Battering Ram. 


EARTHQUAKE ds »MBO 


3. ...then nail ‘em with yer G ——— a 
ce AN Piensa HN ee, knocking your _—_2. Followit up with a 3. Finish ‘em off with 
Cee : ; ; eee - oe i * * * 
See ew! — Standing Quick. another Standing Quick. ° Enllow it with 2 
Se eee Jumping Quick. 


STANDING ATTACK 


QUICK FIERCE + + 
This flamethrower-style attack Diablo's fireball is one of the 
singes Diablo's victims, leaving fastest projectiles in the game. 


them dazed for a moment. Diablo 


is invulnerable to most projec- PLILVERIZER 


tiles for the duration of this 
move. 


1 ATTACK 
IERC 


FERNO FLASH 


Diablo leaps into the air, lands on 


his opponents, and stomps on 
them unmercifully. 


This flaming teleport burns any- 
one or anything that's near 
Diablo on his way out. 


JUMPING ATTACK 
FIERCE 


ANTI-PROJECTILE STRATEGY 


When a foe launches a projectile 
at you, do an Inferno Flash. 


The projectile will miss you. 


FIREBALL STRATEGY 


_ Throw a Fireball from a maxi- Then immediately do a 
mum distance. Pulverizer. If your opponent 


blocks the Fireball, nail ‘em with 
the Pulverizer. 


GET-TO-KNOW- INFERNO 


DIABLO FLASH 
STRATEGY STRATEGY 


Diablo's in-close game Is pretty If you move in close, though, you 
weak. It's best to launch can usually catch an opponent 
Fireballs from long range. off-guard with an Inferno Flash. 


BEW ARE-OF- Diablo plays best during mid- to Perfect your Inferno Flash timing 
long-range battles. to use against aggressive 


FIREBALLS . opponents. 


Toss your fireballs ca : fully! 
Diablo has a long recovery t time 
after launching them. 


i #— To use this cl noncom- ‘Ht your opponent isn‘ yay ng close 
: ——r—“‘“OCOCOCW ‘use the Torch ¢ on attention, you HW ——— em. 
FLASH STRATEGY | . = — - . . our victim, then immediately 


_ taunch the Pulverizer. 


If Diablo's foe walks away from the Pulverizer, you might still be able 
to catch * ‘em with an Inferno Flash. 


1. Start with an In-Close 
Quick. 


ADVANCED 
FIREBALL 
COMBO 


1. From across the 
screen, spit a Fireball at 
your opponent when he’s 
in the corner. 


2. Then start a Jumping 
Fierce at the peak of the 
jump. This attack should 
nail em in midair! 


Standing Quick. 


3. Then finish it with a 
Fireball. 


2. Bash ‘em with another 
Quick. 


PLILVERIZER COMBO 


INTERMEDIATE FLASH 


COMBO 


1. Do a Standing Fierce. 2. As soon as you hit, 
scorch your foe with an 


Inferno Flash. 


1. Start with a Quick. 2. Do another Quick. 


BURN, BABY, BURN COMBO 


1. To pull off this combo, 
you ve got to lure your 
opponent close to the 
corner. Do a Torch. 


2. As soon as it hits, do 
an Inferno Flash. If you're 
in the right spot, you Il 
reappear instantly in the 
same place! From there, 
you can begin another 
combo. 


BASIC COMBO 


2. Follow it with a second 


1. Just begin with a : 
Standing Quick. 


4. To finish, combo into 
the Pulverizer. 


3. Do a Crouching Quick. 


2-HIT TORCH COMBO 


1. Dive in with a Jumping 
Low Fierce. 


2. Follow it up with a 
body-singeing Torch 
attack. 


BASIC ANTI-AIR COMBO 


2. Followed it with a sec- 
ond Crouching Fierce. 


1. When your opponent is 
diving in on you and 
about to hit, do a 
Crouching Fierce. 


ble doncae it ans the victim 
catapulting toward Sauron so 
that you can execute a Cranium 
Crusher or Primal Scream! 


CRANIUM 
CRUSHER 


‘his move is similar to a Ne 


SAUROM CONdUERS 


ae i 2 


Hold (Button 1 S Button 2), tap Up, Up i | 

_ Sauron plants his foot over his fa len foe, boasting of his dom 
_ He tears huge chunks of flesh from his victim and stops just 
_ enough to emit a roar of victory. CC 


_ A Crouching Pov A long-range Stun Roar. Launch a Cranium Crusher as 
throw range. you're getting up because oppo- 
_nents seldom expect you to do 
pounce moves when you're in 
close. 


ATEGY 


CRANIUM _ AIR- THROW 5T 
CRUSHER 
: STRATEGY 


When you bump opponents out of 
any kind of Special Attack with a 
jumping attack, they Il be 

knocked into the air. 


Use the Cranium Crusher when 


in close. 


ADVANCE 


‘Do a Stun Roar from across the 
screen. _ 


_ Stomp. One way or another, 
you ll be sure to nail your enemy. 


2.When you land (you ~ 
should both be facing 1 
same direction at this 
point), jump back the 
otherwaywitha 
Cranium Crusher. __ 


AIR-TIME  . ' : _ 2 er : 


-— 1.When your opponent 
at least one jump away, 
do an Earthquake Stomp. — 


Seisdt 


2. Finish it off with a 
~ Cranium Crusher. | 


*  1.Come in witha 2. Follow up with a 1. Start with a Crouching 
_ Standing Quick. Standing Fierce. ___s#Rlerce. 


| EXTENDED-OPTION COMBO __ 


figs oi 


ee i a ee ee 


3. Then do either the Stun 
Roar... 


ee cn cca ea 


1. Do an Earthquake 
Stomp when your oppo- 
‘nentisatleastonejump Standing Quick to acti- 

away.  . vate as soon as you finish 
 . the Earthquake Stomp. 


ANTI-AIR COMBO 


4....or tag em with a 
Cranium Crusher. 


ime 


EDILIM-DISTANCE COMBO 


: 2. Then nail ‘em with a 
Cranium Crusher. 


_ LAs your enemy dives in 2. Follow it with a 3. Then do a Stun Roar as 
_atyou,doaJumpinglow = Cranium Crusher. your foe plummets back 
rece to Urth. 


: 1. Start off with a Stun 


STANDING ATTACK 
FIERCE 


Talon pounces on his opponent's 


This two-fisted attack hits only head and bashes his enemy's 
once. It's best against airborne brain to the ground with his feet 
opponents. and talons. 


FACE RIPPER FRANTIC FURY 


CROUCHING ATTACK 
QUICK FIERCE 


The Face Ripper is an unblock- This attack is similar to the 

able in-close throw. Talon Tasmanian Devil's spin. When the 
mounts his opponent's upper Fury begins, there's a blur of teeth 
body, secures himself with his and claws waiting to sink into the 
claws, then proceeds to tear his opponents flesh. 

enemy's face off with his razor- 


Note: Continue to hold the buttons 


sharp teeth. until Talon stops the Fury. 


RU 


N FORWARD OR BACKWARD 


Talon runs forward and 
backward atdouble 
speed. | 


SHREDDER 


If you have an opponent who 
blocks your Frantic Fury. 


Immediately execute a Face 
Ripper. What will generally hap- 
pen is that your opponent will — 
come out of the block as the Fury 
unwinds — and be wide open 
for your Face Ripper! ; 


| If you get a successful hit on 
your opponent... 


= FACE-RIPPER STRATEGY 


.. always attempt a Face Ripper. 


ANTI-AIR . 
STRATEGY GET-TO-KNOW-TALON STRATEGY — 


The Slasher is Talon’s most use- All-out aggression is Talon’stac- Always try to combo. Also, tear into your opponent 
ful anti-air counterattack. tic. Get into the fray and never with a Face Ripper whenever 
back down! Use quick jumps in possible. 


combination with a low attack to 
nail your opponent. 


GET-UP STRATEGY RUN-AWAY STRATEGY 


: = eG ' = & | Bea =e fe a 4 = # 3 
a z 


If your opponent hasn't learned As you land from your kick-up, Use Talon’s Basic Attacks to As soon as you get an attack in, 
to always jump away as Talon is launch yourself into a Face play hit-and-run. interrupt it with a Run Backward 
getting up, teach ‘em a lesson. Ripper. move to get out of harm's way. 


INTERMEDIATE-ATTACK ANTI-AIR ‘ 
STRATEGY STRATEGY 


Although not an officialcombo, =—sThen, as soon as you can, follow ___Use Talon’s Frantic Fury when an 
an effective combination attack © upwithaFaceRipper.These | opponent is jumping in at you. 
is to rip in with a Slasher. _ attacks are veryeffective and _— He'll end up in the midst of 
_. inflictlotsofdamage. = = ~—___ Tallon’s fury and be knocked on 
| | i‘ histail esd | 


ABUSE-THE- 
ENGINE 
COMBO 


n | ag Follow it with a 
__ Standing Fierce. 


1. Start with a Crouching 
Fierce. 


4. ...and follow it up with 
a Standing Quick 


2. As soon as you collide 
with your attacker, inter- 
rupt the slide by briefly 
holding back on the con- 
troller and very briefly 
holding both buttons. This 
causes Talon to combo 
into the Run Backward 
move. End the move as 
soon as you start it. 


SLASHER COMBO 


1. Come in with a 2. Finish with a Slasher. 


Crouching Fierce. 


2 End it all with a Face 
Ripper. 


1. Fly into a Crouching 
Fierce. 


FRANTIC-SLASHER COMB( 


3. Then do another 
Crouching Fierce! 


- 4, End it all with the 
Slasher. 


ARMADON 5PECIAL ATTACKS 


Hornication Uppercut 
(HOES HFE LO}, 


Hold (High Quick + High Fierce + Low Quick), tap 
Down, Toward, Up. 


Bed-o’-Nails 
\HFESLO}) 


Hold (High Fierce + Low Quick), tap Down, Up. 


Gut Gouger 
(HOES HFESLO) 


Hold (High Quick + High Fierce + Low Quick), tap 
Toward, Away. 


Rushing Uppercu 
(HOE: LO}, : 


Hold (High Quick + Low Quick), tap Away, Down, 
Toward. 


lron Maiden 
(\HFES LO} 


Hold (High Fierce + Low Quick), tap Away, Up, 
Toward. 


Spinning Death 
(HOE: LF) 


Hold (High Quick + Low Fierce), tap Away, Toward, 
Down. 


Flying Spikes 
VHEE LF) 


Hold (High Fierce + Low Fierce), tap Away, Up. 


= Eat Humans 


| CEOS 


LS ‘Hold (High Quick + High Fierce + Low Quick + Low 
_ eres): tap Up, Toward, Down. _ 


- ARMADON FINISHING MOVES 


The Impaler oe | 
SHOR HFELOLLF)) Vi} q vie 


- 3 Down, Down, Down, Down: Up. 


: Hold (High C Quick + + High Ficrce + ee Quilek - + ai 
_ Fierce), tap Toward, Down, Away, Toward, Toward. 


(oi) a UN 


Hold (High Quick + High Fierce + Low Fierce), tap 


_ Down, Up. 
a Cold Breath 
- (OG) e& on 


2 (High Quick + High: Fierce + Low Fierce), Away. : 
Fowierd. : | 


Mega Punches. ee 


HOR LO) >} 


¥ 28. : For a Short Mega Punch; hold (High Quick + 
§ age Low Quick), tap Away, Toward. 


For a Long Mega Punch, hold 1 (High F 


(Oem ee 


Fora Quick Mega Punch, hold (High 
‘Fierce + Low Quick + Low Elec Sia, 


— . moon 
4 Lia pa Quick + + Hien Fierce - + Low Quick | + Low oe : For a Fake Mega Punch. hold (High Q k | + 


SS Quick), tap Down, Up. 


Punching Bag : 
(eR > | <i t 


Hold (High Quick + Low Peres, ap’ 
Away, Up. _ 


‘Throw 


Se (HFELo Ey oT WW 


Hold (High Fierce + Low Ones tai) Towar 


_ Air Throw — 


Hold (High Fierce + Low Quick) when both be 
are airborne. — : 
- Eat Humans 


> (HOR HEEILO LF < iy >} ve 


A > (High Quick + High Firece + Low Quick + - Low _ 
we Fierce), acsiat Up, Toward, Down. 


: a BLIZZARD FINISHING MOVES 


| Redemption : 


Pitartiotl spotty li 


oo x De 


Fierce), tap Away, Toward. 


Toward. 


Away, Up. 


Hold (High Quick + High Fierce + Low Quick + + tone a 
Fierce), tap Down, Toward, Up, Down, UP: a. 


Brain Basher 


MopoNens — 


Hold (High Quick + High Fierce + Low Fierce), tap 
Down, Down, Away, Up, Toward. 


MPRLOMLEI ViVi TY iy a 


igh Quick + High Fierce + Low Quick + ‘Low 
p Down, Down, Down, Down, UP. | 


<a = sia One 
| aramdnic <> <} 5 


| CHAOS SPECIAL WATTACKS 
Fark: af Fury 


THOME ne ee 


- Hold Hoh. Fierce + Low Quick hin Down, Toward, 
7 Up, Away. | : 


= ‘Fast Power Puke 


Fierce + Low Fierce), tap Down, Toward, 
oward. 


DIABLO SPECIAL ATTACKS _ ) 


Eat | ane 


COE 


Hold (High Quick + High Fierce + Low Quick + Low a oe 
_ _ Fierce), tap Toward, Down, Away, Up. _ 


_ Battering Ram 


HO LOE C i ee 
me Hold (High Quick + Low Quick), tap Toward, Aw mene ee 
_ Jove —. 


H 105 FINISHING MOVES 


Hold (High Quick + Low Quick), tap Bawiiy then con- = _ 
tinue holding (High Quick + Low Quick) and add _ 
(High Fierce + Low Fierce), tap PY: Toward, Away, . 
Toward. _. : |. 


Cannonball 


S uoturecon ul Lior BN 


Hold (High Quick + High Fierce + Low @uck: “ Low ee ve 
| Ristrel me alee Toward, Up, Down-Toward. | 


Torch 
HODLOET EA > 


Hold (High Quick + Low Quick), tap Up, Up-Tow ard 
Toward. : 


Hot Foot 


(i+) 


Hold (High Fierce + Low Fierce), tap Up-Away, Do m- 
Toward. 


. For : a Fast Fireball, hold iraaih Quick + Low Quick), 
. hes Down, Toward. 


(hmv Viz 


P(ueburl) Viole 


For a Slow Fireball, hold (High Fierce + Low Fierce), _ 


: pana ae 


tap Down, Toward. oe - ver | ; ¥ 
: : -_SAURON saci al ar 
— ~ ee Quick + Low Fierce), sap p Down, ’ = (mei m) a tithe 


. Inferno Flash ar / : : : : : Oe ee | ae Hold (High Quick + — Qui 


Fierce), tap Down, Up. Down. 


Se HFELOn LF} oy ie te ‘ Saintes: Poun nce 
e Hold (High Fierce + Low Quick + Low Fierce), tap DUP. (a+)) uu Pid LS 


. bss Speen , Hold diet Fierce | + Low Quick), tap Do 


Hold (High | Quick + Low Fierce), tap Up, Toward, _ Stun Roar : 

De ee a (+) FS < 
Eat Humans . oe Hold (High Quick + Low Quick), tap Away 
(HOH HFEILOr: LF) I Vite vi ate Earthquake Stomp — 5 
Hold (High Quick + High Fierce + Low Quick + ‘Low : os (HOE) HFES LF }) 4 ne Ve 


i oo : = Hold (High Quick + igh Fierce * Low v Fierce), ap 
DIABLO FINISHING MOVES ke eee CaS a eo 
A ‘Air-Activated Ebrthqua ke 2 Stomp | 


Incinerator 


ee am ORI a 
[ol HEE LOR LF) Riv 30 <i | ae . i While ; airborne, hold (High Quick + High Fierce + Low =o 
Hold (High Quick + High Fierce + Low Quick + Low - : : Fierce), tap Up, Down. .. 


Fierce), tap Up-Away, Down, Down-Toward. 


Fireball a 3 Neck Throw 
- oe cd Fil 
GEOESoo GES 


Hold (High Fierce + Low Fierce), tap Toward, ag - 


Hold (High Fierce + Low Fierce + Low Quick), tap | 
Toward, Toward, Toward, Toward, Toward. Pir Throw 


HFG LE 


Hold (High Fierce + Low Fierce) when both fighters 
are airborne. 


Cranium Crusher 


(HOPS LF}, 


Hold (High Quick + Low Fierce), tap Down, Up. 


oth okey Tv iT 


_ Fierce), tap Down, Down, Up. 


Fierce), tap Up, Down, Up, 


‘Bat fi nane pe Ju os Bite 


Re: 
BS 


— Hold (High Quick + High Fierce luic igh F Fierce + Low Fierce), tap Away, 


_ SAURON FINISHIN 


= Grape Crusher 


=] (HOF; HFEyLOE: LF})) 4S Hoo t , unce and Flip 
“Hold | (High Quick + High. “ier e : FEsLO}}—> >} ui VN 


(High Fierce + Low Cu tap To wi 
n-Toward. _ 


_ Hol ses Fierce + Low Fierce), tap | Ww 


| Flesh Eater ors | 
ine vl o = antic Fury 
fnortonwreurl) t] aa SS nog] VE 


- Hold (High Quick + Low PART CR) « tap Dow 


Hold Mina Quick + + Low = ck), tap Down, Di 


eet: poy Rerwere or Backw 
es | Carnage A i a 7 = Hold (High Quick + Low Quick), tap Toward to 
— . bobobu i id he a . oO Forward, tap Away to run backward. Sige ie 
ck + High Fierce 4 0 Eat Humans | ne 
Peet [HOR HFELOp LF] SIL ce 


y ] Hold (High Quick + High Fierce + +s Quic ; 
Fierce), tap Toward, Down, Away. _ 


TALON FINISHING mov 


‘Heed chanel 


Hold 4 (High Quick + Low Quick + Low Fierc 
- Toward, Down, Away, Up, Powe: 


Shredder 
(+1) ES oh 


Hold (High Quick + Low Fierce), = ar 
Away, Up, Toward. _. 


MEE 2 ee The Stampede ee 
a Hold (High Quick + Low Quick + bow Fierce), tap : : 
. Down, Foner. : : (HOES HFESLOFS LF) >] & He a 
| , Hold (High Quick + High Fierce + Low Quic 
Brain nee _ Fierce), tap Toward, Away, Up, Down. 


Fiscce! + Low Quick), tap anys Away-Up, 
rd, Toward. 


2 FINISHING Mo E: 
= = petri 


- Shrink and Ene 
OD [nrpurelele 
: IWR UFRHOLal) J a Wa 


Hold (High Fierce + Low Fierce), inp A a’ 
Away. Continue holding (High Fierce 


uick), tap Away, Away. 


eet tap Down, Smeg Up. 


Amidst all the onscreen action, you may not notice the intricacies of Rage's 
game design. Here's a look behind the screen. 


o bust into the crowded arena of arcade fighting games, Time Warner Interactive 

used something old to create something entirely new. The something old is stop- 
motion animation, an intricate puppet-filming process used in such classic monster 
movies as King Kong. The something new, of course, is Primal Rage, an awesome fight- 
ing game that stars amazingly lifelike prehistoric creatures. 


STOP-MOTION ANIMATION 


About the time Street Fighter II was crunching 
combos in the arcades, Dennis Harper, Primal 
Rage's producer, and Jason Leong, lead animator, 
conceived the idea of a stop-motion dinosaur fight- 
ing game. The plan was to pit two ferocious. 
Tyrannosaurus Rexes against each other. As soon as 
Harper and Leong saw how great the conceptual ani- 
mation looked, they decided to create a fantastic 
menagerie by designing additional characters. 


Ken Humphries (right) and Thomas MacDevitt battle for 
office domination. 
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Sphica look is the stop. 
which had never pafbral 


sca e for a video game. The 


goal was tomake the 


vis goal ou use ee 


he sensation of charac- 


ready sequence, 

| when the snake monster isnt even a 
_ fighting, its head bobs and weaves, Its tail rwitehes — 2 
like a snake, its fists clench, and its neck flexes like a 


ing involves panstak ngly 


a coiled spring. 


MOVIE MAGIC 


If Primal Rage reminds players of the great stop- : : 
‘motion monster movies, it's because the production — 


team was organized more like a Hollywood film - 
crew than a typical game design team. Top 
Hollywood talent, nearly 30 people, were recruited 


to create the game. Peter Kleinow, a 35-year special 
effects veteran whose stop-motion works include ig 
Caveman, Terminator and Terminator 2, and Army of a 
Darkness, organized and directed a new stop- -motion ; - 
studio. Dan Platt, who has made a career of animat- : 
ing movie monsters, designed the creature sculp- : 
tures and their armatures. Jason Leong: directed a 
dozen animators in other graphic tasks, such ne 
animation support, game screens, finishing details 
(such as blood splatters and fireballs), title design, 
and even cabinet art for the arcade machines. — 


ss cRGATUNG FEATURES Se 


game players. So Leong set about ante 
of fantasy characters for Primal Rage. 


| with tiger 


ceived as too slow and less sibcaatins ae : 


_ As gamers can see, he was wildly successful 
Armadon combines parts of triceratops, anky-- 
losaurus, and stegosaurus. Vertigo i IS part cobra a 
part effraasia. Talon | is 5 mostly 


stripes and head frills for Sm 
style. The two giant apes, ‘Blizard ai 1 
have outrageous hairdos and fierce der 
And in a tribute to Primal Rage's cor 
beginnings, Sauron and Diablo are \ 
the ferocious T. rex. eS 


| uP FROM THE PRIMAL OOZE 


< Ohed tid puppet preparation was 9 finisheld, Vice, 
and the animation team went to work. To bring the 


Once Primal's beasts \ were spawned, Platt took 


Leong s concepts and built clay models. Each charac- : 
S creatures to life, 
- mation for each move. Each frame is slightly differ- 
ent from the other via a progressive series of small 
~ movements of head, arms, legs, tails, and other 
soca: | - : 


ter had to have individually designed armatures so 
they would move realistically according to their 
design and execute their special fighting techniques. 
Traditional ball-and- socket joints used In movie- 


model armatures didn't offer the Aecesaly flexibili- a 


ty, So new and improved joints were 
ee | just for Primal Rade. a 2 - s 


Once the clay models were. con- 
structed, plaster molds of the charac- 
ters were created. Each creature's - 
unique armature was placed inside 
the appropriate mold, then whipped 
_ latex was injected into the casings. 
Finally, the whole plaster casts — 
were baked in a special oven. The - 
end result was a fully posable, 3D 
Primal Rage puppet. = 


The final touch was a ae i to give 
the animals a lifelike appearance. In order to bring: 
out the personality of each character, details like 
stripes and facial colors were scrupulously a 
brushed according to Leong’ S color treatments. For 
instance, Blizzard resembles the legendary yeti 
_ (abominable snowman). Since his home is the 
_ Himalayas, he has a white and light-blue paint 
scheme and flowing white hair. Diablo, the smaller 
of the T. rex dinosaurs, has a fiery personality and 
fire moves, so he's crimson red with streaks of black. 
In tune with how scientists think dinosaurs may 
have actually looked, Leong's color schemes use 
bright colors and highlights that are more like tropi- 
cal birds than modern-day monochromatic reptiles. 


TION! 


t ey shot nearly 100 frames of ani- 


~The technical challenge was amazing. bods 
ee move had to cycle; that 


IS, each moving appendage 
had to be returned to a starting point to complete 


the action. For example, if a creature's tail was to 


whip forward from a standing position, the anima- ¥ 
tion team had to flick the tail forward in increments 
and then return the tail to its original position. The 
entire action had to look entirely seamless to main- 
tain the realism onscreen. : 


Another technical puzzle was to make all the 
monster models walk and run in place. While the 
programmer had to actually make the creatures 
move toward and away from each other, the model- 
ers had to simulate movement while keeping the 
actual creature models in place. 


_ foreach character's 


death sequences, and 
~ ap poses. 


. and designed many hidden 


: ao cover by reading this book; 
others could take years to 
find. Look for a few jokes by 
| = the Primal Rage team mem- 


When all the frames v were committed tof film, 


ned for 


: each creature, 


PUTTING THE R, RAGE IN RAGE ; 


Rage was looking good « at this point, 


t 


game designer Cameron Petty to make the fighting i 
fierce. Petty laid out the move matrix, which i is the ; 
| complex choreography . ) 


~~ actions and includes — 
“such moves as punch 


eS, punch reactions, 
‘victory sequences, 


_ Inaddition, Petty creat- } 
~ ed character story lines 


2 items. Some you can dis- 


a - bers among the Easter Eggs. 


oe sa BRINGING THER RAGE HOME 
eee You’ ‘Ragers” might be wondering how Primal Raye Pore, 
was converted from such an awesome arcade game 


vide a fluid look is every r move. This EN iif one Kickin: Nee game. Sin 


process was used to create the 70 ee Bie". Ahigad: swear ane sane. Ken Humphries, the pro ae = 


- ducer, headed up the conversion teams, which 


but it was up to. . 


nply put, it was a lot | Te 


included Probe Development Group and Bit 
Mappers Development Group | in the United 


Kingdom. Unfortunately, some of ' your eae parts : 
of Rage were left out in order to maximize code ae See 


give you the speed and look of Rage that you've ~ 

come to love. Some examples oe 
missing features include a loss of oo. 
the bowling and volleyball games ee 
as well as frames of animation. : 

All this was necessary due to. bet 
the smaller memory and pro- cons 
cessing power of home Pa ee 
tems compared with oa - 
arcade machines, ae 


OUTRAGE Be Soe 


Primal Rages apie ot 


monster movie, but this t time you' ve eget tfu | 
control. Rage on! ) 
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In €he beginning... 


Tonight, as my body Lay huddled amongst the ruins of my once 
proud castle, my mind wandered the High Crags, searching for 


a sign. There, as| stood perched upon the highest of peaks, | was 


Visi€ed with a horrible prophecy, ano | knew thaé all my 
strivings hao been in vain. 


For the battles of the gods shall come again! There will 
be feasting ano fire, sorcery ano stealth, blood ano anguish. 
Once again the masses will rise up as €~he Draconians wage their 
bi€€er wars. Each shall s€rive €0 dominate €he new Ureth, laying 
waste to the land ano subjugating all €ha€ is Man. Ano e’en as 
the mighties€ shall vanquish the Las€ of his foes, the birth of anew 
| ~ Star will replenish the old bonds, those bonds so new €o me now). 
Ano e’en the victor will succumb €o their pacifying waves, 


Oescenoding once more fo merge the Mother in Her eternal bosom. 


The new goos will be banished anon from this plane, returning to 
€he Primal Ooze which spawned them. 


ammo 
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eg 


Yet, €he seed of Che goo Ooes no€ perish easily, and |was shown 


the multitudes, anguishing in €he rending of €heir good From the Urth. 

Shamans shall be Chosen ano will rise up from the hordes, renewing 

—. the fervor of their people. The gods will live again vicariously 
€hrough these few Chosen. Ano, in exchange for their complete sub- 
.. mission, €he Chosen will be imbued with the essence of €he goo. Ano 
2 ultimately, nature shall twist upon itself: The Chosen will be given 

the awesome power to Transform, to become the actual image of 
the mighty beast that €hey worship. The madness will begin again. 
|lcan now see cycles within cycles. | hear thousands 
screaming in ecstasy ano terror! 


pavthieke 


Q On is 


Throshti, grant me peace... 


Ge ready to Rage with this exclusive Official 


Player’s Guide. Written in conjunction with the 7 
| game’s designers, this sauropod survival - i * 
‘, guide has all the prehistoric combos, secret ,3o5 
he: cheats, and killer strategies you'll need to uD 
Blizzard's grain Bash dominate the new Urth. Whether you’re a , om Ab N 
tournament gamer or beginner, & ’ 


this book prepares you for the \ eo ver, : 


blood and fury of Rage! "ae 
° Includes all Special and ' 
so Finishing Moves | > | 
chaos’ cannonbal ° Reveals secret cheat codes % 


° Details unstoppable, outrageous combos 


° Illustrates game-winning offensive 
and defensive strategies 


=o Speers + Teaches unique play styles and advanced 
piablo’s incinerator techniques 


° Offers a behind-the-scenes look 
at the people and processes 
behind Primal Rage 
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